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FOREWORD. 



The Athletic Handbook as originally issued by the Bureau 
of Education was so well received by teachers and pupils 
of the public schools in general that the demand for copies 
soon exhausted, the first edition. 'This made necessary 
the present revision. The general plan of the first hand- 
book has been followed with such alterations and additions 
as experience has proved necessary. 

The subject matter of the manual divides itself into four 
parts: Part I describes general school games which are 
suitable for adoption in all public schools. It is believed 
that the games described are simple enough to make them 
practicable everywhere. Sections on playground equip- 
ment and calisthenics have been added. I^art n deals with 
athletic organization and general rules; Part III is devoted 
to general information and includes a working bibliography 
of books on athletic subjects; Part IV contains complete 
playing rules for the various standard games. Many of 
the rules are based on those in use in the United States, 
with special adaptation to the needs of this country. 

In preparing this revision of the handbook the under- 
signed is indebted to Mr. Elwood S. Brown, physical director 
of the Manila Young Men's Christian Association, who has 
not only submitted many valuable suggestions and criticisms 
as to the material of this volume, but has given at all times 
invaluable assistance to the Bureau of Education in the 
carrying out of its athletic program. Acknowledgment is 
due division superintendents and teachers for many sugges- 
tions and criticisms. 

This handbook is prescribed for general use in all schools 
under the Bureau of Education, and the requirements herein 
set forth will be officially observed. 

Frank L. Crone, 
Director of Education. 

Manila, P. L, September 15, 1913. 
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Part I. 
GENERAL SCHOOL GAMES. 



ATHLETIC HANDBOOK. 



GENERAL SCHOOL GAMES. 

ATHIiETICS FOR EVERY PUPIIi. 

The subject of athletics in the public schools has passed 
the experimental stage in this country. It has been proved 
conclusively that properly directed play and exercise are as 
essential factors in the most desirable development of 
school boys and girls as any of the other subjects in the 
curriculum. 

In the past, athletics in the schools have been subjected 
to more or less criticism for the reason that their nature 
was not such as to permit more than a comparatively small 
percentage of the pupils to participate successfully there- 
in. This undesirable condition of affairs has been cor- 
rected to a considerable extent in the last year or two 
by the introduction of a campaign for the furtherance of 
group games. These games give every normal school boy 
and girl an opportunity to take part in athletics in one form 
or another. The results of this campaign indicate that 
within a very short time at least 80 per cent of the children 
enrolled in the public schools will be participating in athletic 
sports and games. 

The following contains schedules of games that may be 
played in any school in the Islands and in which every 
normal boy and girl can advantageously take part. 
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SCHEDUIiE FOR GROUP GAMES. 

BOYS. 



1 


Opponents. 

Redvs. Blue 

Black V8. Green __ 


Events. 


1 




Points won 


daily. 


Grand total 


Red. 


Black. 


Blue. 


Green 


to date. 


g 
5 


o 

1 

< 




1 

< 




< 




(0 

1 

< 


t 


1 


6 





Backward and for- 
ward relay. 
Volleyball-- --_ 


2 
3 


-^ 


— 


— 


"-- 








Redvs. Black _... 
Blueva. Green -.. 


Rooster fight -_- 


2 
3 


Volleyball 




i 


Black V8. Blue 

Red V8. Green 


Hopping: relay 

Indoor baseball 


2 
3 










Black V8. Green .. 
Redvs. Blue 


Broad- jump relay 

Volley ball - 


2 
3 




"- 


— 


— 




Blue vs. Green ... 
Redvs, Black _... 


Day and night 

Indoor baseball 


2 
3 




Redvs. Green 

Black vs. Blue 


Basket-ball relay 

Volleyball . 


2 
3 


















~~ 


__^ 












Redvs. Blue _ 

Black vs. Green .. 


Indian wrestling 

Indoor baseball 


2 

3 


— 


-— 




— 








— 








Redvs. Black .... 
Blue vs. Green _._ 


Ball-passing relay 

Volleyball- -. 


2 
3 






Black vs. Blue... 
Red vs. Green .*__ 


Wand wrestling 

Indoor baseball _. 


2 




— 






— 




Black vs. Green .. 
Redvs. Blue 


Crab relay 


2 

3 


^ 


Volleyball 






Blue vs. Green _.. 
Redvs. Black 


Walk and run relay. ._ 
Indoor baseball 


2 
3 

2 
3 


— 


1 




— 




— - 


--- 













Red vs. Green 

Black vs. Blue .-- 


Pull-ups -- 




Volleyball — . 


— 




— 


Redvs. Blue 

Black vs. Green .. 


Obstacle relay 

Volleyball -. 


2 
3 

2 
3 






— 




— 


- 


- 




— 




Redvs. Black 

Blue vs. Green _.. 


Pick-a-back relay 

Volleyball. 
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Schedule for group games — Continued. 
BOYS— Continued. 



Opponents. 



Black V8. Blue. 
Red vs. Green _ 



Black vs. Green . 
Red vs. Blue 



Blue vs. Green. 
Red vs. Black _ . 



Events. 



Ball-roll relay--. 
Indoor baseball . 



Hop, skip, and jump j 2 

relay. | 

Indoor baseball 3 



TufiT-of-war 2 

Volleyball 



Red vs. Green I Straight- run relay _.- 

Black vs. Blue.--.! Volleyball 



Points won daily. 
Red. Black. Blue. Green' 






I Grand total 
to date. 



I 



tf M 



EVENTS ON SCHEDULE. 
Backward and Forward Relay. 

The runner stands with his back toward the direction in 
which he is to run and with his heels touching the starting line. 
At the command **Go/' he starts off, running backwards, and 
runs in this manner to the other goal. He then runs forward 
back to the starting line and touches the outstretched hand of 
the next man on the team, who immediately leaves the starting 
line, running backwards, as the first man did. As soon as the 
touch is received, each player in his turn runs backwards to 
the goal and in returning runs forward. 

Rooster Fight. 

A ring is drawn about 12 feet in diameter. Each captain 
takes his turn in putting forth a contestant for a man from the 
other side to meet. The two fighters stand on one foot on 
opposite sides of the ring and at the command "Go,^' hop into 
each other with folded arms. The contestant who is first forced 
entirely out of the ring or who touches his other foot to the 
ground or who unfolds his arms, loses. 

Hopping Relay. 

The opposing teams line up in relay position. Each contest- 
ant hops to the opposite goal, which should not be more than 
50 feet away, touches it with hand or foot, and returns. It is 
not allowable to change feet at any time. 



12 

Indian Wrestling. 

The contestants are put forth by their respective captains as 
in the rooster fight. The men lie on their backs, right side to 
right side, with adjacent arms locked and with the right hand 
on the shoulder of the opponent. At the count ''One,'* the 
adjacent legs are brought up in an upright position, at "Two," 
the same, and at ".Three" the legs are interlocked. The con- 
testant who is forced to roll over from his position, loses. 

Ball-Passing Relay. 

Each of the two opposing teams line up in single file with 
about 3 feet between men. They then assume a stride position 
and lean forward. At the word "Go," the first man on each 
line passes a ball, or some other object that will roll, backward 
between the legs of all the other members of his team. The 
last man upon receiving the object picks it up, runs with it to 
a goal at the opposite side of the field and back to the front of 
the line, bends over and passes it backward between his legs 
and through the rest of the team, he himself remaining in 
line. This is continued until each player in turn becomes the 
last man in the line, receives the ball and runs to the goal and 
back to the front of the line. The race is over when the person 
who was number one at the beginning of the run becomes the 
last man in the line, receives the ball and crosses the goal line. 

Wand Wrestling. 

The contestants are put forth by their respective captains as 
in the rooster fight and Indian wrestling. They sit on the 
ground facing each other with the soles of their feet together. 
The wand or stick is grasped by each man with both hands. At 
the word "Go," each man leans backward and pulls as hard as 
possible, the loser being the first man who is pulled up on his feet. 

Crab Relay. 

The opposing teams line up in relay position. Opposite each 
team at a distance of 30 feet there should be drawn a circle 
3 feet in diameter. Each contestant must run backward on 
feet and hands (all fours) to the circle. As soon as one foot 
falls inside the circle the runner stands erect and returns to the 
starting point, where he touches the second man, who starts off 
backwards on all fours as did the first. 

Each man of each team follows in his turn. Until this has 
been tried it is difficult to realize how easily the sense of direc- 
tion and power to guide one^s movements are lost while running 
in such a position. It is an extremely amusing race. 
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Pull-up (chinning). 

A horizonal bar is necessary for this game. If one is not 
available any of the plans outlined in the article on apparatus 
will serve the purpose. 

Each player grabs the bar in turn and pulls the body up until 
the chin is over the bar. The body is let down until the arms 
and legs are extended, the feet not touching the ground. This 
is repeated as many times as the player's strength will permit. 
The team having the greatest number of pull-ups, wins. 

Obstacle Relay. 

The variations of this race are infinite, depending entirely 
upon the ingenuity of the teacher. One simple obstacle relay 
is here given. The teams line up in relay position. The first 
man on his way to the opposite goal is required to turn a back- 
ward somersault and on his way back to climb over some simple 
barrier erected in the center of the ground. Each player in 
his turn performs the same stunt, and as in other relays, the 
team whose last man crosses the starting point first, wins. 

Pick-a-Back Relay. 

The opposing teams line up in relay position, with the excep- 
tion of one man on each team, who stands at the opposite goal. 
At the word "Go," this man runs to the starting line and gets 
man No. 2 on his back and carries him to the opposite goal. 
When he reaches the goal. No. 2 dismounts, returns to the start- 
ing point and gets No. 3 on his back, whom he carries to the 
goal exactly as he himself was carried. This continues until 
the last man has been carried to the goal. He then dismounts 
and runs back to the starting point. 

Ball-Roll Relay. 

Two basketballs or similar objects are necessary for this race. 
The teams line up in relay position and at the word ''Go," the 
first man starts out rolling the ball toward the opposite goal, 
preferably a post. In the course of his progress he must never 
touch the ball with two hands, nor may he intentionally cause 
the ball to leave the ground. It must be propelled by means of 
slaps and must be in contact with the ground all the time. Each 
man in his turn rolls the ball to the opposite goal and back to 
the starting point, also a post, whereupon the next man con- 
tinues in the same manner. The team wins whose last man 
first propels the ball back to the starting point. 
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Hop, Skip, and Jump Relay. 

In this relay a line is drawn and the first competitor of team 
No. 1 takes position with heels on the line. After he has made 
a continuous hop, skip, and jump the first member of team No. 
2 hops, skips, and jumps from his rear heel mark back toward 
the line, player No. 2 of team No. 1 jumping forward from the 
heel mark of player No. 1 of team No. 2. The winner of the 
relay is determined by the mark of the last competitor (whether 
it is in front of or behind the line). This relay may also be 
jumped in a continuous straight line, the greatest aggregate 
distance winning. 

Tiig-of-War. 

The two opposing teams line up in single file opposite each 
other, with sufficient rope so that each man has 3 or 4 feet of 
space between himself and the man in front and the man 
behind him. 

Three parallel lines, about 6 feet long, should be drawn on the 
ground with lime or some similar substance. These lines should 
be about 4 feet apart. The rope should be placed at right 
angles across the lines, with the center of the rope indicated by 
a handkerchief tied around it, exactly above the central line. 
At the command "Go," each side endeavors to pull the other 
out of its position. When the handkerchief has been pulled 
across either of the outside lines, the team which pulled it 
across the outside line nearest it is considered the winner. If, 
at the end of three minutes, the handkerchief is not pulled 
across either of the outside lines, the team that pulled it 
farthest from the central line toward that side is considered the 
winner. 

Straight-Run Relay. 

The teams line up in relay position, each man running straight 
away to the goal at the other side of the ground and returning, 
where he touches off the next man. 
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SCHEDULE FOR GROUP GAMES. 

BOYS OR GIRLS. 



1 


Opponents. 


Events. 
All-up relay _ 


-2 
c 

■5 

Ph 

2 
3 

2 
3 

2 
3 


Points won daily. 


Grand total 


\ Games. j ^ 
Attendance. | • 


Black. 


Blue. 

" 1 a; 

1 

1- -- 

i 

1 
j 


Gr€ 

1 

i 

1 


en 


to date. 


S 
05 



c 
a 

< 


a;; 1 

C I 




c" 




— 


Red vs. Blue 

Black vs. Green .. 


1 
1 


■ i 




Volleyball 






1 

i 
! 

j 






Red vs. Black 

Blue vs. Green --. 


Walk and run relay. .. 
Volley ball 




1 










Black vs. Blue 

Red vs. Green 


Shuttle relay. . .. .-. 




i 
1 


' : M 




Indoor baseball 


j ! 1 


1 


Black vs. Green _. 
Red vs. Blue 


Obstacle race 


2! 

2 ' ' 
3 


\ 
i 


j 1 j 

; i ■ |- 

' i 1 

! ■ ^ 

i ! 






Volleyball-- 










1 

i 


Blue vs. Green . . _ 
Red vs. Black 

Red vs. Green 

Black vs. Blue--_- 


Day and night 

Indoor baseball 

Basket-ball relay 

Volley ball 






! ' 1 

1 

1 

_ ! 




Red vs. Blue 

Black vs. Green. - 


1 Basket-ball throw 

Indoor baseball 


2 
3 i 


1 
( 
i 
1 




1 


Red vs. Black 

Blue vs. Green _ . . 


Ball-passing relay 

Volleyball 


2 ! 
3 

2 1 

2 
3 

2 
3 

2 
3 

• 1 

2 




' 1 


1 1 
1 ! 










\ ___! 


1^-- 




Rlark -»?«. Rhie 


' Wand race _. 


1 
I 
1 

1 
1 ! 


1 


i 


! 1 Red V8. Green 

i Black vs. Green 


1 Indoor baseball 

All-up relay _ 


i 1 : • 
1 • 




j Red vs. Blue 

Blue vs. Green . _ 
; Redrs. Black ... 


1 Volleyball 

! Broad- jump relay 

Indoor baseball 


L J i - 
t 

i 

j 1 
" , 1 
1 




1 RaH If a r:T«A*»Ti 


j Potato relay - - 


' i ' , 




' Black vs. Blue .. 


! Volleyball 

. Obstacle relay 

Volleyball 


! ' _ . 


Red vs. Blue 


1 






; ■ 1 


1 


Red vs. Black ... 
Blue vs. Green .. 


.1 Baseball throw and 
j catch. 
. Volleyball.--- - 


1 i 


1 
j 
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Schedule for group ga^nes — Continued. 
BOYS OR GIRLS-Continued. 



Opponents. 



Black vs. Blue. 
Red vs. Green _ 



Black V8. Green . 
Red vs. Blue 



Blue vs. Green, 
Red V8. Black . 



Red vs. Green . 
Black v8. Blue. 



Events. 



Basket-ball relay . 
Indoor baseball - _ . 



Day and night _ - 
Indoor baseball . 



Potato relay . 
Volleyball — 



Ball-passing relay . 
Volleyball 



Points won daily. 



Red. Black, I Blue. 'Green 



Grand total 
to date. 



DESCRIPTION OF GAMES-BOYS OR GIRIiS. 

All-up Relay. 

A line is drawn parallel with the starting line and behind 
this line directly opposite each file are placed three Indian clubs 
(or billets of wood of equal diameter and height and sawed off 
square at the ends) in a recumbent position. 

At a given signal the foremost player in each file runs for- 
ward and sets the clubs up on end so that they remain erect and 
behind the line. This done, he hastens back to his file, touches 
the outstretched hand of the next player (the file having moved 
forward so that the player to be touched off toes the starting 
line), and takes his place back of the line. The instant the 
second player has been touched off he runs forward and sets up 
the clubs which have been knocked down by some one (not par- 
ticipating) designated by the captain of the file for the purpose. 
He then runs back and touches off the third player, and so on. 
That file wins whose last player first crosses the line on his 
return. In case a club falls down before the runner has returned 
halfway to the finishing line the judge will recall the player, who 
must set the club up before returning to the starting mark. 
It will be learned that there is a trick in setting up the clubs by 
which the player may avoid delay at that point in the relay. 
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Walk and Run Relay. 

The teams line up in relay position. At the command "Go,*' 
the first man starts out and walks to the opposite goal, which 
for this race, should be at least 100 feet away. As soon as he 
has touched the opposite goal with hand or foot he turns and 
runs back to the starting point, touches off the second man, who 
in turn walks to the goal and runs back the same as the first 
man. In walking, one foot must be in contact with the ground 
all the time. This continues until the last man has been touched 
off and has returned on the run to the starting point. 

Shuttle Relay. 

20 to 100 players. Playground. 

The players are divided into two or more groups of equal 
numbers. Each group in turn is divided into two divisions, 
which stand facing each other in single file, with the leader of 
each division toeing a starting line. There should be from 50 
to 150 feet between the starting lines. At a signal, the leaders 
on one side of the ground run forward, but instead of touching 
a goal or terminal line at the opposite end of the ground, the 
runner touches off the leader of the line facing him, and passes 
at once away from the playing space. He should not line up 
again with his team. The player thus touched dashes forward 
in his turn and touches the first player in the file facing him, 
from which No. 1 came, and passes off the game limits. Each 
player thus runs only in one direction, instead of in two, as in 
a single relay race. The team wins whose last player first 
dashes across the starting line opposite him. 

Obstacle Relay. 

The teams line up in relay position. The first player on his 
way to the opposite goal is required to set up three Indian 
clubs on three positions previously marked, then throw a basket- 
ball goal and, on his return, knock over the Indian clubs, after 
Tvhich he touches off the next runner. Each player in his turn 
performs the same stunts and, as in the other relays, the team 
whose last member crosses the starting line first, wins. 

Day and Night. 

Two parallel lines are drawn across the field, with a space of 
10 feet between them, which is neutral ground. The players line 
up on each side of this neutral territory. A block of wood or 
similar object having six or more sides, an even number being 
necessary, is used, which should be painted with half its sides 
white and half black. One team is called the white team and 
the other the black team. The referee rolls this object down the 
center of the neutral territory. When it finally comes to rest, if 
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a white side is up, the white team must turn and run for the goal 
50 feet away at the end of the ground, the other team chasing 
them. Anyone captured (tagged on the back) is out of the 
game and his team must continue with those not captured. If 
a black side turns upward the black team must turn and run 
for the other goal at their end of the ground, pursued by the 
white team. The team first reduced to three men or less loses. 

Basket-ball Relay. 

Two basket balls or two balls of similar size and shape are 
necessary for this race. Each contestant on each team must 
run to the basket at the opposite end of the ground and put the 
ball through the basket or make five honest attempts to do so. 
If he fails to throw a basket in five attempts he may return to 
the basket at the starting point just as if a goal had actually 
been made. He repeats the performance at the starting point 
and upon the ball's going through the basket or upon his complet- 
ing five attempts, the second runner may start out. The last 
man of each team must stand and throw at the last basket until 
a goal is made. The team wins whose last man first succeeds 
in throwing a basket. 

Basket-ball Throw. 

Two lines are drawn marking the distance of an average 
throw of the members of the team. The teams take position 
behind one line and, every time a player throws the ball beyond 
the opposite line, one point is scored for the team. Care must 
be taken not to overstep the line when throwing. The team 
having the greatest number of points, after each member has 
thrown once, is the winner. 

Wand Race. 

10 or more players. Playground. 

An objective line, fence, or wall is chosen, and from 10 to 20 
feet from it and parallel vdth it a starting line is drawn. The 
players stand behind this line and toe it. If there be a large 
number, they form in competitive files as for a relay race, the 
leaders of each division toeing the line. Each leader balances on 
the first finger a gymnasium wand, the other hand being placed 
on the hip, and walks forward to the objective line, all starting 
at a given signal. Should the wand be dropped, it must be 
picked up and the effort resumed from the place where this 
happened. 

The first one to reach the objective line wins; or, if a relay, 
scores for his division. The division which gets the largest 
score, wins. 
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Broad- jump Relay. 

The first player of each team toes the starting point and 
makes a standing broad jump. From the marks of his heels 
the second man jumps and from the marks of his heels the third 
man, toeing these heel marks in each case, and so on until each 
man has jumped once. The team which has jumped the greatest 
aggregate distance, wins the contest. 

Potato Race. 

Receptacles, 2 feet in height, are placed at opposite ends of 
parallel lines of equal length along which the opposing groups 
are to run. In each receptacle at one end of the lines 3 to 6 
potatoes are placed. The start is made from the row of empty 
receptacles, each runner standing with one or both feet at the 
scratch line along which these empty receptacles are placed. 

Groups are formed of any equal number of players. Each 
group is assigned a line. At the starting signal the first in each 
group runs to the end of his line, takes a potato from the recep- 
tacle, carriers it back, and places it in the empty receptacle. This 
process continues until all the potatoes have been carried to the 
opposite receptacle. Immediately upon placing the last potato 
in this receptacle the second player proceeds to carry the pota- 
toes back to the other receptacle, one at a time. The third player, 
on being touched off, fetches the potatoes back; and so the 
potatoes are transferred back and forth from one receptacle to 
the other till all the players have run. The group wins whose 
last player first completes his task. 

If the receptacles are not stable a member or partisan of each 
group may be detailed to sit at the base of each to hold it firmly 
in place. If a receptacle is knocked over by a runner the judge 
or inspector will replace it in proper position if the potato has 
already been placed in or taken from that receptacle. If the 
runner in placing a potato in a receptacle so drops or throws it 
that it bounces out, he is required to replace it properly. In- 
stead of potatoes small blocks of wood or other objects which can 
be easily grasped in one hand may be used. 

Indoor-Baseball Throw and Catch. 

Each team is evenly divided, the two halves facing each other 
at a distance of 20 feet or more. Number one throws the ball 
to number two, who stands in the opposite line, then number two 
throws it back to number one. Number one and two drop out 
and number three throws the ball to number four, who in turn, 
throws it back to number three. The game continues in this 
way until the players have all participated. Each time the 
ball is caught it counts one. The team having the greatest 
number of points, wins. 
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Arch Ball. 

10 to 100 players. Playground. 

The players line up in two or more single files which compete 
with each other. The captain of each file toes a line drawn 
across the ground and holds a basketball. At a given signal, 
he passes the ball backward over his head to the player next 
behind, who in turn passes it backward as rapidly as possible, 
and so on until it reaches the last player in the line. He at 
once runs forward, carrying the ball to the front of the line, 
which moves backward one place to make room for him. He 
toes the line and passes the ball backward over his head. The 
play continues until the captain reaches the end of the line and 
runs forward with the ball to his original place at the head of 
the file. As he takes his place there he holds the ball aloft as 
a signal that he has finished. The file wins whose captain first 
returns to his place. 

NOTES ON SCHEDULES. 

Girls in gymnasium suits may play all the games de- 
scribed in both schedules except Indian wrestling, rooster 
fight, wand wrestling, and games requiring that participants 
run on all fours. 

These schedules should be made out on a large card and 
posted in a prominent place about the school so that the 
relative standing of the teams may be apparent at all times. 

The chief object in introducing this system of competitive 
games in the schools is to interest those pupils who have 
hitherto been backward in taking part. In order to have 
any success, the teacher in charge must necessarily study 
the games thoroughly. He must explain to the pupils that 
athletics are not for trained athletes alone, but that any of 
them can do his team credit in these games. After the 
schedule is once well started, the question of interest will 
take care of itself. 

When a contest is repeated slight variations may be 
made, and to maintain interest in the schedules among those 
pupils who are the least proficient in athletic games and 
therefore the more to be encouraged, salient features of 
the schedule may be changed to permit the repetition of 
parts that seem most adapted to the boy who is backward 
or hesitant in the games. With the same purpose in mind, 
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the minimum for attendance may be changed to assist the 
weaker team. Individual contests may be added ; stunts or 
sports may be invented; and the teacher should remember 
at all times that it is only by a study of the individual pupil 
that success will be attained along these lines. 

The pupils who are to take part will be divided into 
four teams. To secure the best results each of the four 
competing groups should have not less than 8 nor more 
than 30 members. If possible this division should be a 
natural one, such as by classes or groups of classes. 

Wherever practicable, especially in the larger schools, it 
is suggested that the two losing teams provide some inex- 
pensive entertainment at the close of the schedule in honor 
of the two winners. This stimulates the competition and 
adds to the spirit of good fellowship. 

The person in charge of the games should select four 
boys who show marked evidences of leadership to act as 
captains of the four competing groups. The importance 
of getting natural leaders with considerable athletic ability 
can not be overestimated. 

In case the teams are chosen by lot the names of all the 
pupils should be written down and each captain should 
choose in order. 

This schedule is so arranged as to be especially adapted 
to large groups in which all of the pupils compete. Lazy 
and inefficient players injure the group standing so much 
that they soon incur the displeasure of their fellows to such 
an extent that they are influenced to do everything possible 
to improve themselves. 

In order to insure full attendance each team should be 
given one additional point when three-fourths of its number 
are present. By this method the mere presence of the 
weaker members is worth something to the team. The 
captains will settle the question of attendance. 

The schedule contemplates two sessions a week for a 
period of two months, and as drawn up provides that all 
four teams compete on the same days. For example, while 
Red and Blue run a backward and forward relay, Black 
and Green play volley ball, and at the close of the volley 
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ball game, Black and Green run the relay, and Red and Blue 
commence their volley ball game. 

The teacher or official in charge of group games should 
observe the greatest care in explaining the nature of an 
event and rules governing it. All captains should explain 
the rules to the members of their teams. 

If the teacher thinks it advisable, four sessions a week 
can be held with only two teams competing each day. This 
would necessitate a slight rearrangement of the schedule. 

Red, black, blue, and green have been used as the names 
of the teams in these schedules, but they are not required. 
The teams may be numbered 1, 2, 3, 4, or given any set of 
names. Often historical or geographical terms may be 
used to advantage. 

Four teams may compete at one time in a number of 
relays which are not complex in character. If this varia- 
tion is made, the team winning should score three points, 
the second team should score two points, the third one 
point, and the fourth zero. 

The starting position for all relay races is practically 
the same. The competitors in each group line up, shoulder 
to shoulder, behind the starting line. There should be at 
least 6 feet between the two competing groups. The first 
runner of each group stands with one foot on the line ready 
to start at the command **Go." The team whose last man 
first crosses the starting point, wins the race. 

In relay races the referee must be careful to see that 
the outgoing runner does not leave the starting line before 
being touched by the incoming runner. 

Practically all of the relay races require each contestant 
to run from the starting point to the opposite goal and 
return. If this opposite goal is a wall it must be touched 
by the hand, if a line, by the foot, before the runner may 
return to the starting point. 

In events where only two men at a time compete against 
each other, such as the rooster fight and Indian wrestling, 
the team having the greatest number of victories is awarded 
the points. 
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Each of the events on this schedule, except day and night, 
requires an equal number of contestants on each side. In 
this contest, each team must compete with the number of 
men on hand or forfeit. 

In all events except day and night mentioned above, if a 
team is short one man the referee picks one man of average 
ability to compete twice. When a team is short more than 
one man and an even number is to be picked, each of the 
captains picks half of that number; when an odd number, 
each of the captains picks half of that number less one, and 
the referee chooses the odd man. 

IMPROMPTU SCHOOL- YARD GAMES. 

Three Deep. 

Any number of players. Playground. 

All of the players but two form in a double ring facing 
inward — ^that is, in two concentric rings, one player directly 
behind the other. The two odd players, one of whom is runner 
and the other chaser, start outside of the circle, generally one 
of them being on one side of the circle and the other on the 
opposite. The object of the game is for the chaser to tag the 
runner. The runner may save himself by stopping in front of 
any couple standing in the circle, whereupon, that file having 
been made "three deep," the outer player or third man becomes 
at once liable to tag and in his turn becomes runner and tries 
to evade the chaser. He may seek refuge in the same way 
in front of any couple. Should the chaser tag the runner they 
exchange places, the runner immediately becomes the chaser 
and the previous chaser being liable instantly to tagging. It 
will thus be seen that great alertness is necessary on the part 
of anyone standing on the outside of the circle, as at any moment 
the runner may take refuge in front of his file or couple, 
making him the third man and liable to be tagged. It is not 
permissible for any third man to take refuge in front of the 
couple standing immediately on his right or left. 
Pom, Pom, Pull away or Black Man. 
10 to 60 players. Playground. 

Two parallel lines are drawn from 50 to 100 feet apart. 
One player is chosen to be "it" and stands in the center. The 
other players all stand behind one of the boundary lines. The 
one player calls out "Pom, pom, pull away, come away or I'll 
pull you away,*' or any other cry that the teacher may care to 
suggest, whereupon the players must all make a dash for the 
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opposite goal. Any player slapped on the back three times 
before reaching the other goal must stay in the center and assist 
the first man in catching the others. This continues until all 
are caught. The first one to be caught is center player, or 
"it," for the next game. 

Body Guard. 

10 to 50 players. Playground. 

A small space is marked off at one end of the ground as a 
home or goal. One person is chosen to be the chief, an important 
personage requiring a bodyguard of two persons. The game 
starts with these three players in the goal and the balance of 
the players at large. The three issue forth with the two players 
who act as bodyguard, clasping each other by the hand and 
preceding the chief as a shield. The object of the game is 
for the players at large to touch or tantalize the chief without 
being tagged by one of his guard. The guard will shield their 
chief to avoid these attacks and the chief himself may avoid 
them by moving around the guard. Whenever a guard succeeds 
in tagging a player the chief and his guard at once return to 
the home, whereupon the player tagged changes places with the 
man who tagged him and the game goes on as before. Any 
player succeeding in tagging the chief becomes himself the 
chief, the deposed one going out into the general group. 

Follow the licader. 

5 or more players. Playground c;r schoolroom. 

One player who is especially resourceful or clever is chosen as 
leader. The others all form in single file behind him and imitate 
everything that he does. The leader should keep the line moving 
and should set all kinds of tasks for them, such as climbing or 
vaulting over obstacles, under others, jumping to touch high 
points or objects, going through difficult feats, jumping certain 
distances, taking a hop, skip, and jump, walking backward, turn- 
ing around while walking, walking or running with an object 
on the head, etc. 

Fence Tag. 

4 or more players. Playground. 

This game is a great favorite with boys for outdoor play. A 
certain length of fence is chosen for the game. The one who 
is "it" gives the other players a slight start in which to vault 
over the fence, when he immediately vaults over and tries to 
tag them. This tagging may be done only when both players 
are on the same side of the fence. The dodging is done almost 
or quite entirely by dodging back and forth across the fence 
within the length or boundaries previously determined. Any 
player tagged must change places with the one who is "it." 
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Cross Tag. 

Any number of players. Playground. 

One player is chosen to be ''it.'' He calls out the name of 
another player to whom he at once gives chase. A third player 
at any point in the chase may run between the one who is "it" and 
the one whom he is chasing, whereupon this third player becomes 
the object of the chase instead of the second. At any time a 
fourth player may run between this player and the chaser, 
diverting the chase to himself, and so on indefinitely. In other 
words, whenever a player crosses between the one who is **it" 
and the one being chased, the latter is at once relieved from the 
chase and at once ceases to be a fugitive. 

Day and Night. 

Two groups of 10 to 30 players each. Playground. 

See explanation under "Description of Games." 
Ball Tag. 

10 to 30 players. Playground. 

All of the players except one, who is "it," form a circle, facing 
in, and standing about 3 feet apart, A ball is passed rapidly in 
any direction across the line or around it, and the person who 
is "it" endeavors to touch this object. If he succeeds in touching 
it the player who actually has it in his hand at the time it is 
touched, or if he touches it before it reaches another player the 
man who last threw it becomes "it." The players should make 
a feint to pass the ball in one direction and then throw it 
another way, or make a feint to throw it to left or right and then 
throw it across the circle over the head of the one who is "it." 
It is an extremely amusing and exciting game. 

Tom In the Ring. 

10 to 80 players. Playground. 

This is a rough game. The players form a ring with hands 
tightly joined. A strong boy selected for Tom stands in the 
center and is considered the honored one. He folds his arms 
and must keep them folded. His aim is to escape by forcing his 
way through the players forming the ring, and their aim is to 
prevent his escape. Tom will attack the weakest place or where 
an attack is least expected. When he escapes he rushes out and 
the others separate and follow. The first to catch him has the 
honor of being Tom for the next game. 

Tug. 

Two teams of from 5 to 30 players each. Playground. 

This is a modified form of tug-of-war. As it is not so 
strenuous, it is suitable for schoolboys, and cultivates strength. 
A good-sized rope is stretched between two lines of boys, who stand 
facing each other 4 feet apart. At the command "Pull" from the 
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referee, every boy seizes the rope and pulls as hard as he can 
until the majority of those in one line are pulled to the opposite 
side of the line marking the original position of the rope, when 
the referee shouts "Halt" or "Hold," or blows a whistle. At 
the signal all stop pulling and the side which pulled the other is 
declared the victor. Often it is decided in advance that the best 
two out of three pulls shall decide the fate of the day. 

Partner Tag. 

4 to 50 players. Playground. 

All of the players but two hook arms in couples. Of the two 
who are free one is "it," or the chaser, and the other the runner. 
The runner may save himself by locking arms with either 
member of any couple he chooses. Whenever he does so the 
third party of that group becomes the runner and must save 
himself in like manner. If the runner be tagged at any time 
he becomes "it," or chaser, and the chaser becomes the runner. 
To get the proper sport into this game the couples should run 
and twist and resort to any reasonable maneuver to elude the 
runner, who is liable at any time to lock arms with one of 
them and so make the other the runner. 

Whip Tag. 

10 to 80 or more players. Playground. 

This game may be played with a knotted towel, although it 
is perhaps more skillful and interesting when played with a 
"beetle," merely a cylindrical sack about 20 inches long stuffed 
with cotton or straw, resembling a policeman's club. All but 
one of the players stand in a circle with hands behind their 
backs. The odd player runs around the outside, carrying the 
beetle, which he drops in the hands of any player in the circle. 
That player immediately turns and chases his right-hand neigh- 
bor, beating him as much as he can find opportunity for while 
he chases him around the circle and back to his place. It is 
obviously to the interest of this right-hand neighbor to outrun 
the beater and escape the buffeting. The one holding the beetle 
then takes the place of the first outside player, that one joining 
the ring. The new beetle man in his turn runs around on the 
outside and drops the beetle in any hands which he chooses. 

Duck on a Rock. 

10 to 30 players. Playground. 

A rock of convenient size is placed at one end of the playing 
space. Each player is provided with a smooth stone for throw- 
ing. At a distance of 25 feet, more or less, depending on the 
size of the players, a line is drawn behind which the players are 
ranged. They toss at the rock; the one whose missile comes to 
rest farthest from the rock becomes the first guard. 
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The guard places his stone (the duck) on top of the rock and 
stands to one side. The players now toss their stones at the 
duck, trying to dislodge it from the rock. In trying to recover 
the stones they are liable to be tagged by the guard before they 
get back to their goal. A player tagged becomes the guard. 
But the guard may not tag any one until that player has touched 
his own duck or rock, or until the guard has replaced the duck 
on the rock, should it have been displaced. 

Hide and Seek. 

10 to 30 players. Playground. 

This game is too well known to require a complete descrip- 
tion here. As usually played, ''it" is chosen by some counting 
out rhyme; he then closes his eyes covering them with hand, 
arm, or handkerchief, at the goal and counts loudly to some 
number agreed upon (usually 100), while the rest of the players 
hide. When he discovers a player he runs to the goal and cries, 

"One, two, three for ." A hider who gets to the goal 

before "it'* and calls out, "One, two, three for me!" is safe. The 
first one caught is "it" for the next game. 

Prisoners' Base. 

20 to 60 players. Playground. 

Across both ends of the playground (preferably from 50 to 
60 feet apart) lines are drawn, back of which are the goals; 
these must be large enough to contain all the players of a side. 
At the right of each goal and about one-third of the distance 
toward the opposite goal is the prison. 

As in most competitive school games, it is well to have a 
leader chosen for each side, these then choosing players alter- 
nately. 

The object of the players of each side is to tag players of 
the other side when they are between the two goals. A player 
who is tagged must take his place in the opponents' prison. Of 
two opposing players, he who left his goal last may tag the 
other, and not vice versa. 

A prisoner may be freed by being tagged while in prison by 
one of his own side. Neither prisoner nor rescuer may be 
tagged in returning to his goal. A player in pursuit of an 
opponent is liable to be tagged by an opposing player who left 
his goal after the pursuer did, or if the one pursued reaches goal, 
he may immediately turn about and become the pursuer. This 
leads to some exciting situations. 

The game is won by the side which succeeds in placing all its 
opponents in prison. Or, a time limit may be set, and then 
the side wins which has secured the most prisoners when the 
time is up. 
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Wolf. 

10 to 30 players. Playground. 

One player is chosen to be the wolf. The others, who are 
sheep, take their places at the goal, which may be a corner of 
the schoolhouse or grounds, a tree, or other suitable gathering 
place. The sheep blind their eyes while one of them counts 
loudly to 100 or any other number agreed upon. During the 
counting the wolf hides. At the conclusion of the counting the 
sheep open their eyes and start to look for the wolf. On first 
spying the wolf, a sheep calls out "Wolf! wolf!'' The sheep then 
all run for the goal, pursued by the wolf. A sheep tagged before 
reaching the goal becomes a wolf and must join him in hiding 
and tagging. The wolves may all hide together or separately. 
The original wolf may run for the goal before he is discovered 
and when he has reached it, he may tag the sheep as they come 
in. However, before he can thus start for the goal, he must 
cry "Run, £heep, run!" The sheep immediately answer "Wolf, 
wolf, wolf!" The race for the goal then begins. 

The game continues till all the sheep become wolves. 

GAMES FOR THE SCHOOLROOM. 

The following schoolroom games are of value only in 
cases where the weather makes it impossible to have out- 
door games. The schoolroom is to be used for this purpose 
only in the presence of the teacher and under his direct 
supervision. Care should be taken by the teacher not to 
let these games become rough or boisterous. 

Cat and Mice. 

5 or more players. Schoolroom. For very small children. 

One player is chosen to be cat and hides behind or under the 
teacher's desk. After the cat is hidden the teacher beckons to 
five or six other players, who creep softly up to the desk, and 
when all are assembled scratch on it with their fingers to 
resemble the nibbling of mice. On hearing this the cat scram- 
bles out from under the desk and gives chase to the mice, who 
may save themselves only by going back to their holes (seats). 
If a mouse be caught the cat changes place with him for the 
next round of the game. If no mouse be caught the same cat 
may continue or the teacher may choose another at his discre- 
tion. A different set of mice should be chosen each time so as 
to give each pupil an opportunity to join the game. This is a 
favorite schoolroom game for little children. They should be 
taught to add sport to the play by giving the cat chase before 
returning to the seats instead of seeking safety in the shortest 
and most direct way. 
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Changing Seats. 

20 to 60 players. Schoolroom. 

The teacher gives the command "Change right," whereupon 
each pupil slips from his own seat to the one across the aisle 
to the right. The pupils in the farthest right-hand row stand 
in the outside aisle. At the command "Run," players in the 
displaced row run around the room and take the vacant row of 
seats on the opposite side. For instance, the teacher gives an 
order "Change left," whereupon all the pupils slip over into the 
seats next them on the left, the outside row on the left side of 
the room standing in the aisle. The command may be given 
"Change forward," after which the displaced players run around 
the room and take the vacant seats in the rear; and if the 
command be "Change backward," the displaced pupils run around 
and take the front row of seats. The sport of the game consists 
in rapid changes and unexpected variations in the orders given 
by the teacher. 

Tag-the-Wall Relay. 

10 to 60 players. Schoolroom. 

The players should all be seated, an even number in each row 
of seats. At a signal the last player in each line runs forward 
and tags the front wall. As soon as this player is out of the 
aisle the others all move back one seat. This leaves the front 
seat vacant and the runner, having touched the wall, returns 
immediately and takes this vacant front seat. As the player 
sits he raises his hand, -which is the signal for the player who 
is now the last one in the line to run forward, the line moving 
backward as soon as he is out of the aisle, and he in turn having 
touched the wall takes the vacant front seat. The play is con- 
tinued in this way until everyone in the row has run. The line 
wins whose player sitting at the start in the front seat has 
returned to his seat first. 

Numbers Change. 

10 or more players. Schoolroom. 

Two players are selected as chasers and take their places in 
the front of the room. All the other players are seated, having 
been numbered. The teacher calls out two numbers, when the 
players bearing those numbers must rise at once and change 
seats, the two chasers trying to catch them before they get to 
their seats. It is not permissible for the chaser to take a 
vacant seat. He must catch the player who is running for it. 
No player having once left his own seat may return to it but 
must keep up the chase until he is caught or reaches the seat 
for which he is running. This game gives opportunity for 
lively chasing, with good running and dodging up and down the 
aisles. 
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Circle- Seat Relay. 

10 to 60 players. Schoolroom. 

This game starts with the players all seated in alternate rows, 
and with an even number in each row. At a signal the last 
player in each row runs forward on the right hand side of his 
seat, runs around the front desk and returns on the left hand 
side of his own row. As soon as he is seated he touches the 
player next in front on the shoulder, which is the signal for this 
one to start. He runs in the same way. This is continued 
until the last player, who in this case is the one sitting in the 
front seat, has circled his desk and seated himself with his 
hand upraised. The line whose front player first does this, 
wins. This is one of the best running games for the school room. 
As in all such games, seated pupils should strictly observe the 
rule of keeping their feet out of the aisle and under the desks. 

Hide the Thimble. 

5 to 60 players. Schoolroom. A game for very small children. 

One player is sent from the room and while absent one of 
those remaining hides a thimble, a cork, or some small object 
which has been previously shown to the absent one. When the 
object is hidden the absent player is recalled and proceeds to 
hunt for the object. While he is doing this the others sing or 
clap their hands, the sound being very soft and low when the 
hunter is far away from the object and growing louder as he 
approaches it. While piano music is desirable, singing is found 
to be more interesting for all. For very little children hand- 
clapping is pleasing and sometimes easier than singing. 

Huckle. 

5 to 60 players. Schoolroom. 

This game is a form of hide the thimble. A thimble, cork, 
ring, or other small object may be used for hiding. All of the 
players leave the room except one, who places the object in plain 
sight but where it would not be likely to be seen at once, as on 
top of a picture frame, in a corner of the room, etc. It may be 
placed behind any other object so long as it may be seen there 
without moving that object. This hiding will be especially 
successful if some hiding place can be found nearly the color of 
the object. When the object has been placed, the players are 
called into the room and all begin to look for it. When one 
spies it he does not at once disclose this fact to the others, but 
quietly takes his seat and when seated says, "Huckle, huckle," 
or any other word that the teacher designates, which indicates 
that he knows where the object is. The game keeps on until 
all the players have located the object or until the teacher or 
leader calls the hunt closed. The first one to find the object 
hides it for the next game. 
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NOTES ON THE FOREGOING GAMES. 

The above list of games is more in the nature of a sug- 
gestive selection than a comprehensive collection and the 
teacher should feel free to add any other appropriate games. 

Before attempting to teach any game, the teacher him- 
self must thoroughly understand every phase of it. He 
will then be able to make all decisions promptly and will 
enjoy the confidence of the pupils. 

Each playground leader or teacher should be provided 
with a whistle. This saves a great deal of strain on the 
voice and should be understood at the outset to command 
instant quiet, all play to be suspended when it is heard. The 
best play goes with the best discipline. 

The simplest way of choosing sides is to line the entire 
group of players up and then count twos, letting all the 
number ones form one team and all the number twos form 
the other. Another method is to appoint two captains and 
let them choose players in turn until all have been chosen, 
the choice being made alternately one at a time. 

Encourage timid pupils to give dares and take risks. See 
that the selfish or most capable children do not have the 
lion's share of play. 

The training that comes through games, the development 
of will, courage, initiative, self-reliance, etc., will be found 
extremely valuable if the teacher sees that the most back- 
ward child as well as the most precocious is given a fair 
opportunity. 

Don't make the games too serious. Get laughter and 
frolic out of them. 

athtjETIC badge competition. 

It often happens that boys are not interested in athletics 
and physical training because they feel there is nothing that 
they can do to make a record. It has been found that 
when a boy has accomplished some feat, however simple, 
he immediately becomes an enthusiast. To secure this 
desired interest on the part of all the boys, it is suggested 
that arrangements be made within the province to furnish 
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emblems for those who are able to qualify in certain pre- 
scribed tests. For classification, a color system has been 
determined upon, using the three colors — red, white, and 
blue — for the three classes of competitors that are herein 
described. The emblem may take the form of a button or 
badge or a simple ribbon. In fact, the significance rests 
entirely in the color, and boys should understand that before 
they are entitled to wear the color of a certain class they 
must perform, under proper direction, the several feats pro- 
vided for that class. The lowest class of this system, and 
the one which pupils within the age limit must undertake 
first, is to be distinguished by the color red; the second 
class is to be distinguished by white; and the third class, 
which is the highest in the series, by blue. For this pur- 
pose the following scheme is outlined : 

A red button or badge will be given to each schoolboy 
under 13 years of age who is able to make all of the follow- 
ing records: 

60-yard dash in 9 seconds. 

Pull up (chinning on bar) 4 times. 

Standing broad jump, 5 feet 9 inches. 

A white emblem is given to any boy under 18 years of 
age who can do the following : 

100-yard dash in 14 seconds. 

Pull up (chinning on bar) 8 times. 

Standing broad jump, 7 feet. 

A blue trophy is awarded to any boy who can accomplish 
all of the following feats : 

220-yard dash in 28 seconds. 

Pull up (chinning on bar) 10 times. 

Running high jump, 4 feet 4 inches. 

In athletic color competitions, the schoolboy's age at the 
opening of school in June shall be his athletic age during 
that school year. 

Chinning. — The boy shall extend himself to his full length 
before and after each pull up, and shall be obliged to raise 
his body without a kick, snap, jerk, or swing to such a 
height as to bring his chin over the bar. 
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Jumping. — The rules for jumping as prescribed in this 
Handbook shall govern this test ; except that, as there is no 
real contest ; i. e., there is no striving for first, second, and 
third places, the finals shall be dispensed with. 

Rwining, — The rules prescribed in this Handbook shall 
also govern running. 

The following order of events is suggested: Chinning, 
jumping, and running. 

The first two events can in most cases be tried out at the 
schools, thus leaving the smallest possible number of boys 
to take the third test of running, which must of necessity 
be held on some level track properly measured off. 

No boy shall be admitted into any contest who has not 
received a satisfactory grade for the month previous in 
conduct and studies. 

In the running test it is very desirable that the supervis- 
ing teacher act as timekeeper, or in case this is not possible, 
that some teacher well qualified to keep time be appointed 
for the purpose. In every case a stop watch should be 
used in timing the dashes. 

Duplicate lists of the successful competitors should be 
made out, one copy to be forwarded to the division super- 
intendent and the other to be placed on file in the school. 

Athletic color competitions shall take place not oftener 
than twice each semester, the dates to be determined by the 
division superintendent. 

The buttons or badges should be purchased with local 
funds provided for that purpose. 

EQUIPMENT FOK PI.AYGHOl NDS. 

The following list of equipment is recommended for the 
arrangement or establishment of school and other play- 
grounds : 

FOR CHILDREN FROM 5 TO 12 YEARS OF AGE. 

Listed in the order of importance, Nos. 6 to 12, for very 
small children; Nos. 13 to 21, for those 10 to 12 years. 

117410 3 
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(1) A competent supervisor. (2) Fence around grounds. 
(3) Shade, grass plot, hedges, flowers. (4) Toilet facilities. 
(5) Shower baths. (6) Low seat swings. (7) Teeter 
boards. (8) Sand bins, pails, shovels. (9) Wooden blocks 
the size of bricks. (10) Bean bags. (11) Low benches. 
(12) Open space for kindergarten games. (13) Wading 
pool. (14) Giant stride. (15) Ladders and sliding poles. 
(16) Traveling rings. (17) Simple merry-go-round. (18) 
Space for indoor baseball, volley ball, and simple group 
games. (19) Adjustable horizontal bars. (20) Low parallel 
bars. 




A simple type of seesaw or teeter totter. 



FOR OLDER CHILDREN. 

(1) A competent supervisor. (2) Fence around grounds. 
(3) Shade. (4) Toilet facilities. (5) Shower baths. (6) 
Space for indoor baseball, volley ball, basket ball, and organ- 
ized group games. (7) Constant supply of balls, baseball 
bats, gloves, etc. (8) Light medicine balls. (9) Spring 
boards. (10) Jumping pits (sand). (11) Jumping stand- 
ards. (12) Giant stride. (13) Iron pipe frame, including 
swings, teeter, ladders, rings, horizontal bars, and climbing 
poles. (14) High slides. (15) High swings. (16) Fly- 
ing Dutchman. (17) Traveling rings. (18) Wading pool. 
(19) Trapeze. 
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HINTS. 

Boys and girls from 5 to 10 years of age may properly 
play together. 

In arranging grounds for the older children it is advis- 
able to have one set of equipment for girls and another in 
a different part of the grounds for boys. 

If possible, the grounds for little folks should be entirely 
separate from those used by the older children. 




A.'\ y 



The giant stride. 

Where the same grounds must be used it is necessary to 
have different sizes of apparatus for children of different 
ages. 

A good hard surface under playground apparatus may 
be made by mixing fine cinders and clay in the proportion 
of 2 to 1, and then covering this with one-third inch of sand. 

Avoid highly complicated pieces of equipment; simple 
apparatus easily adjusted or repaired is the best. 

All of the above-listed equipment is not necessary in 
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order to start a playground ; make a simple beginning with 
a few pieces of equipment and the rest will come. 

Always consider the weather factor; apparatus that will 
stand long-continued rains, high winds, and blistering sun- 
shine must be carefully made and firmly set up. 

Wherever possible, uprights should be set in small con- 
crete blocks. 

Dispense with rope and wood if possible and use galva- 
nized-iron pipe and galvanized metal wire. 




Rings, bar, and swing. 

A large part of the apparatus listed above can be made at 
any trade school. 

If the tract of ground available is large enough, it is well 
to have the playground near the athletic field so that on 
occasion the running track and baseball diamond may be 
available for boys not members of the regular school teams. 

Division superintendents are advised that the Director 
of Education will furnish blue-print plans for all of the 
equipment mentioned in the foregoing list, whenever it is 
clearly shown that work on playgrounds will be carried out. 
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AX oltijINe of caijIsthenic exercises and gymnastic 

DANCING STEPS. 

GENERAL INSTRUCTIONS. 

Method. — In teaching calisthenic exercises to beginners 
the best method to employ is the ^'imitation/' in which 
the teacher demonstrates each exercise to the class. The 
eye interprets movements more readily than does the ear; 
this is in part due to the inadequate description of the 
exercise given in the command or to the pupils' limited 
knowledge of the terms employed. In order to use this 
method successfully teachers must thoroughly learn the 
exercises, the necessary positions and commands and not 
be under the necessity of consulting this outline in the 
presence of the class. 

Arrangement of class for exercise, — Each pupil should 
have sufficient room on both sides so that his outstretched 
arms will not interfere with the person's next to him. The 
different rows of pupils should be 4 to 6 feet apart. An 
easy method of getting a class in place is as follows : Have 
pupils line up at back of room or ground, shoulder to 
shoulder, face front, and count fours. Next have all those 
numbered "one" march forward to the opposite side of the 
room or ground and halt, forming first row; the "twos" 
then march forward, halting at the proper distance behind 
"ones;" "threes" march forward, halting behind "twos," 
and "fours" stand in place. 

Music— Whenever possible have the exercises performed 
to the accompaniment of music. 

Order of exercises, — The arrangement of a day's calis- 
thenic lesson should be as follows : 

1. Attentive exercises: These are introductory exercises 
of a very general character intended to secure the attention 
and interest of the class. Simple arm and leg exercises, 
marching, and easy dance steps are an important part of 
this group. 

2. Corrective exercises: This group includes those exer- 
cises best adapted to straighten the spine, elevate the chest, 
and improve the carriage of the head. Arm flexions and 
head and trunk bendings are examples of this group. 
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3. General exercises: Strength, skill, speed, endurance. 
This portion of the lesson should contain the bulk of the 

day's work. Many of the movements require the simulta- 
neous use of the arms, trunk, and legs. The energy ex- 
pended is in excess of any other section of the drill. This 
part of the work must be carefully regulated to suit the age 
and experience of the pupils in the class. 

4. Corrective and respiratory exercises: This group 
gradually decreases the vigor of the work in the preceding 
group, returning to the second group with the addition of 
slow leg movements. Their purpose is to aid in the 
gradual return of respiration and circulation to normal. 
Abrupt changes in the amount of work given must be 
avoided in passing from one group to another. 

Posture of pupils and commands, — ^'Attention'* — Prac- 
tically all exercises are commenced from and finished in the 
position of **attention" — ^heels together, toes pointing out- 
ward at an angle of 60°, chest elevated, chin in, shoulders 
and hips drawn well back, arms at sides with palms of 
hands lightly touching thighs. After setting each exercise 
the teacher should give the preparatory command, "Ready,** 
and, after a slight pause, the command of execution, 
"Begin,'' at which the class begins the exercise. A number 
of exercises require a preliminary position other than that 
of **attention" before they can be properly performed. 
Throughout this outline will be found notes following cer- 
tain exercises which indicate the position that must be 
assumed before the commands "Ready" and "Begin" are 
given. Whenever these occur the teacher must get the class 
in position, using a preparatory command and a command 
of execution as here noted: "Arms side horizontal. Place;" 
*'Arms thrust position, Place;" "Stride stand position, 
Place;" "Hands on hips. Place;" "Head clasp. Place;" "Walk 
stand position, Place." 

Quite frequently during the lesson the teacher should 
give the command "Inhale" at which the pupils, led by the 
teacher, will slowly inflate the lungs, breathing through the 
nose, and at the same time slowly raise the arms forward 
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to vertical. At the command "Exhale" the arms are slowly 
lowered sideways to position and the air exhaled through 
the mouth. 

Counting. — The double system of counting is the most 
satisfactory to both teacher and pupils and consists in 
counting up to a certain number, usually 8 or 16, and return- 
ing, after repeating the highest number. For example: 
1^2-3-4-5-6-7-8— 8-7-6-5-4-3-2-"halt." With very small 
pupils the count should rarely go past double 8. With 
older and more advanced students a double 16 count is not 
too much unless the exercise is a difficult combination move- 
ment. With large children and easy movements a double 
20 count will be found satisfactory. Count very slowly if 
exercise is difficult. 

Time. — For small children ten minutes per day will be 
sufficient. Larger pupils can exercise fifteen minutes or 
more with profit. 

Place. — ^Whenever possible teachers should have their 
pupils exercise out-of-doors but not in the sun. If necessary 
to exercise indoors, all windows should he opened. 

ARM EXERCISES. 

1. Flex and extend fingers: (a) At sides; (b) front hor- 
izontal; (c) vertical; (d) side horizontal. 

2. Flex and extend wrists (same as in No. 1). 

3. Raise both arms forward to vertical. 

4. Raise arms alternately left and right to vertical. 

5. Raise both arms forward to front horizontal, swing 
to side horizontal, back to front horizontal, sink to original 
position. 

6. Circumduct arms : (a) Inward; (6) outward. 

7. Arm thrust: (a) Forward; (6) backward; (c) side- 
ward; (d) upward; "Arms thrust position.'' 

8. Rise on toes and arms to side horizontal : *Talms up.'' 

9. Shoulder circles : (a) Forward; (6) backward ; "Arms 
side horizontal." 

10. Flex forearms: "Arms side horizontal." 
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LEG EXERCISES. 

1. Flex thigh and leg: (a) Left; (b) right; ''Hands on 
hips/' 

2. Flex thigh: (a) Left; (6) right; ''Hands on hips/' 

3. Continuous stride jumps; **Hands on hips/' 

4. Half squat; *'Hands on hips/' 

5. Full squat and arms to side horizontal; "Hands on 
hips/' 

6. Abduct thigh and leg: (a) Left; (b) right; "Head 
clasp/' 

7. Lunge obliquely forward : (a) Left; (b) right; "Head 
clasp/' 

TRUNK EXERCISES. 

1. Forward bend "Stride stand position and head clasp" 
(avoid bending knees) . 

2. Backward bend. 

3. Bend alternately left and right. "Stride stand posi- 
tion and hands on hips." 

4. Rotate alternately left and right. "Stride stand posi- 
tion and arms side horizontal." 

5. Forward bend touching floor with fingers. "Arms at 
vertical" (avoid bending knees) . 

6. Bend alternately forward and backward. "Head 
clasp." 

COMBINATION EXERCISE. 

1. Toe touch forward: (a) Left; (&) right and arms to 
side horizontal. 

2. Toe touch backward: (a) Left; (b) right and arms 
to vertical. 

3. Flex thigh: (a) Left; (6) right swing arms from side 
horizontal to front horizontal. "Arms side horizontal." 

4. Continuous stride jumps, arms to vertical. 

5. Continuous stride jumps, slap hands overhead and 
on thighs. 

6. Continuous stride jumps, swing arms down between 
feet and up to side horizontal. 
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7. Lunge obliquely forward alternately left and right 
and raise arms to side horizontal. 

8. Lunge sideward alternately left and right and raise 
arms to vertical. 

9. From full squat position assumed on count 1 extend 
legs obliquely to rear: (a) Left; (6) right; stand erect on 
last count. 

10. From above position extend both legs simultaneously 
to rear and jump back to full squat; stand erect on last 
count. 

11. From above position alternately extend legs left and 
right ; stand erect on last count. 

12. Thrust both arms down between feet and then back 
to thrust position: (a) Forward thrust; (6) backward 
thrust; (c) sideward thrust; (d) upward thrust. '*Arm 
thrust position and stride stand position." 

13. Backward trunk bend arms to side horizontal. 
'^Stride stand position." 

14. Touch fingers alternately left and right directly be- 
tween feet, rotate trunk. **Stride stand position." 

SIMPLE GYMNASTIC DANCING STEPS. 

1. Gallop step, — Count 1 — Step forward with the left 
foot and instantly close to first position with the right foot. 
This is left forward gallop step. The gallop step may be 
done left or right in any direction. 

2. Skip step. — Count 1 — Step forward with the left foot ; 
2 — hop on left with right thigh and leg flexed ; 3 — step for- 
ward with right; 4 — ^hop on right with left thigh and leg 
flexed. This is the '^forward" skip step. It may also be 
done backward and sideward. The ''sideward" skip step 
is done by stepping across either in front or in back of the 
advanced foot. 

3. Polka step.— Count 1— Step forward with left foot and 
close to position with right ; 2 — Step forward with left and 
right toe point at back of left leg. This is the ''forward" 
polka step. It may be done sideward and backward left or 
right. 
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4. Schottische Step. — Count 1 — Step forward with left 
foot; 2 — step across in back of left and right; 3 — step for- 
ward with left; 4 — ^jump on both feet. This is the "for- 
ward'' schottische. It may be done sideward and backward, 
left or right, and may be accompanied by various arm exer- 
cises. 

5. Rack step. — ''Walk stand position.'' — Count 1 — Put 
weight on left foot, lean forward and extend right leg to 
rear as far as possible; 2 — leap back on to the right foot, 
lean backward and extend left leg to front as far as possi- 
ble (a) left, (b) right. 

6. Heel and toe step. — Continuous walk stand jumps, 
touching heels in front and toes in rear. 

7. Baim dance step. — Counts 1, 2, and 3 — Three running 
steps forward; left leading; 4 — ^hop on left and kick for- 
ward with right. 

MAZE RUNNING. 

A pleasing finish to the day's exercise which can be used 
occasionally for variety is a "maze run" or "follow the 
leader." Led by the teacher or a resourceful pupil the 
class in single file may go through intricate windings around 
the room or grounds — running forward or backward, in 
short or long steps, stiff -legged steps, on toes, hops, skips, 
and the various dance steps will add great variety and fun 
to this very pleasant form of exercise. If the maze run- 
ning is accompanied by music it is extremely enjoyable 
and exhilarating. 



Part II. 
ATHLETIC ORGANIZATION. 
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ATHLETIC ORGANIZATION. 

HISTORY OF SCHOOL ATHLETICS IN THE PHILIPPINES. 

Baseball and other forms of athletics had their origin in 
the games and contests among the soldiers in the early 
days of the American occupation. From the first, the Fi- 
lipinos took some interest in these sports, but for a long 
time showed very little desire to participate in them. It 
was not until the teachers of the public schools took up 
athletics that the Filipinos became truly interested. At 
first it was uphill work. The people had not been ac- 
customed to strenuous sports and could see no particular 
reason why they should tire themselves out in such games 
when diversions of a less fatiguing nature were at hand. It 
was not until the rivalry between towns and provinces was 
stirred up that a deep and general interest in every form 
of sport was developed. Baseball, of course, came first, 
for there was something in it that appealed to the theatrical 
instinct. It was not long, however, before track and field 
athletics began to engage the attention of the people every- 
where, and in certain districts these, at least, divided interest 
with baseball. 

Basket ball was introduced later and except in the Vi- 
sayan provinces it has received little attention from boys. 

These sports have always had the moral support of 
those in authority, but their promotion has been due almost 
entirely to the personal initiative of certain teachers of the 
Bureau of Education. It has been less than five years 
since the Government began to give any financial support 
to school athletics. However, as early as 1905 athletics 
had received substantial encouragement from the Honor- 
able W. Cameron Forbes, later Governor-General of the 
Philippines, who in that year offered a baseball outfit to the 
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school in each division which showed the greatest progress 
in beautifying its school grounds. In the following year he 
offered a set of tennis equipment to the school in each 
province which had made the most improvement along these 
lines during the first six months of the school year 1906-7, 
Again, in 1909-10, a baseball outfit was offered to each 
province under similar conditions. In 1910 a basket ball 
outfit was offered to the school in each division winning 
the greatest number of games in a provincial baseball series. 
In the contests arranged as a result of this offer, 483 teams 
participated and 1,202 games were played. Similar prizes 
have been offered yearly up to the present. 

In 1909 the Bureau of Education adopted the policy of 
considering the time and traveling expenses of certain 
teachers authorized to attend athletic meets as official. It 
has not been found possible, however, for the Bureau to 
assume all of the expenses incident to the holding of athletic 
contests. Much must be left to local initiative. In many 
cases the provinces have responded very liberally, and the 
rest has been left to the generosity of individuals. In the 
meets held during the Philippine Carnival, the expenses of 
competing teams are paid in large part from provincial 
funds. 

The history of the development of school athletics in the 
Philippines is for the most part a history of the various 
athletic associations. 

THE SOUTHERN LUZON ATHLETIC ASSOCIATION. 

The oldest athletic association now in existence is the 
Southern Luzon Athletic Association which originally in- 
cluded the Provinces of Albay and Sorsogon and the sub- 
province of Masbate. This was organized as a baseball 
association in 1904. The first meet was held at Sorsogon 
April 6 to 8, 1905, and resulted in a victory for Albay. 
Track and field sports were first introduced in 1906, in 
which year the meet was held at Sorsogon, the champion- 
ship being won by Masbate in both baseball and track and 
field events. 
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In 1907 the Province of Ambos Camarines entered as a 
member of this association. The meet this year was held 
in the town of Albay, the division of Albay winning in both 
baseball and track and field. At this time there was also a 
declamation contest, and the result of the Bicol contest in 
English composition was announced. 

In 1908 a meet was held in Nueva Caceres, resulting in 
a victory for Camarines in track athletics and for Albay 
in baseball. In connection with this meet was held a gen- 
eral provincial and school exhibit of industrial work. This 
industrial exhibit has become a permanent feature of the 
Bicol meets. 

Only three teams took part in the meet held at Sorsogon 
in 1909, the subprovince of Masbate being merged with 
the division of Sorsogon. Camarines carried off all the 
honors of this meet. 

This feat was duplicated by Camarines in the meet of 
1910 held at Albay. 

The meet of 1911, held at Nueva Caceres, resulted in a 
three-cornered tie in baseball, and a victory for Albay in 
track and field events. In order to determine the province 
to represent the Southern Luzon Athletic Association in the 
1912 carnival, a series of baseball games was held at the 
town of Albay. After playing three rounds the three 
provinces still remained tied and it was necessary to draw 
lots to determine the representation. Camarines was 
chosen to represent the association. 

In April, 1912, Sorsogon was victorious in baseball and 
Albay in the track and field meet. 

The following is a summary of the meets of this asso- 
ciation since its organization: 



Year. 


Place. 


Baseball. 


Track and field. 


1905 


Sorsogron 


Albay 




1906 . . 


Sorsosron 


Masbate 


Masbate. 

Albay. 

Camarines. 

Camarines. 

Camarines. 

Albay. 

Albay. 

Albay. 


1907 


Albay 


Albay 


1908 


Nueva Caceres 

Sorsosron - . 


Albay 

Camarines. . -_ 


1909 


1910 


Albay 


Camarines 


1911... 


Nueva Caceres 

SoTBOgon 


Tie 

Sorsogron 


1912 


1913 


Albay 


Camarines 
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Two trophies are competed for in this association: A 
baseball cup donated by Justice Grant T. Trent and others ; 
and an athletic cup given by the American Hardware and 
Plumbing Company. 

THE CENTRAL LUZON ATHLETIC ASSOCIATION. 

This association of the Provinces of Bulacan, Pampanga, 
Tarlac, and Nueva Ecija, was organized in 1907. The first 
meet was held at Malolos in February, 1908 ; the second at 
Malolos in 1909; the third at Tarlac in 1910; the fourth 
at San Isidro in 1911 ; the fifth at San Fernando, Pampanga, 
in 1912; and the sixth at Malolos in 1913. The winners 
were as follows: 



Year. 



1908 
1909 
1910 
1911 
1912 
1913 



Nueva Ecija 

Tarlac 

Nueva Ecija 
Nueva Ecija 

Bulacan 

Nueva Ecija 



Track and field. 



Bulacan. 

Tarlac. 

Bulacan. 

Nueva Ecija. 

Tarlac. 

Pampanga. 



MANILA INTERSCHOLASTIC ATHLETIC ASSOCIATION. 

During the school years 1903-4 and 1904-5 there were 
baseball teams at the Philippine Normal School, the Philip- 
pine School of Arts and Trades, the Cavite High School, 
and the Liceo de Manila. These teams played together, but 
not as members of an association. 

On March 29, 1905, the Philippine Normal School de- 
feated the Liceo for the cup offered by the Renacimiento. 

In 1905-6 an organization was formed including teams 
from the Philippine School of Arts and Trades, the Philip- 
pine Normal School, Cavite High School, Tondo Inter- 
mediate School (then called the Tondo Secondary School), 
Santa Cruz Intermediate School, and the Philippine School 
of Commerce. The Santa Cruz school team dropped out 
after losing one game to the Tondo School. The cup offered 
by Professor Wood of the Groton School, at Groton, Mass., 
for this series was won by the Philippine School of Arts 
and Trades. The Liceo de Manila was refused admission 
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to this organization, since the trophy was offered exclusively 
for public school athletics. 

Following this, however, Governor Osorio of Cavite 
offered a championship cup for all comers, and a series was 
arranged between the Philippine School of Arts and Trades 
and the Liceo teams, the former school winning. 

In 1906-7 an association was formed including the Phil- 
ippine School of Arts and Trades, the Philippine Normal 
School, the Philippine School of Commerce, Cavite High 
School, Manila High School, and the American School. A 
cup had been offered by the Groton School to the team 
winning the championship the largest number of times in 
seven seasons of play. The Philippine School of Arts and 
Trades won the championship in that year's series. During 
the Christmas vacation of the same year a series was played 
between the Philippine School of Arts and Trades, the 
Liceo, Batangas High School, and Tarlac High School. 
Batangas won all of its games, defeating the Philippine 
School of Arts and Trades in a sensational game, score 1 
to 0. On Rizal Day, the Philippine School of Arts and 
Trades turned the tables on the Batangas High School. Al 
the close of this season there was no doubt that these two 
teams were the best school teams in the Philippines. 

The association, during the school year of 1907-8, was 
composed of teams from the Philippine School of Arts and 
Trades, Manila High School, Cavite High School, the 
American School, and the Philippine School of Commerce. 
The contests resulted in a tie between Cavite High School, 
Manila High School, and the Philippine School of Arts and 
Trades. In the post-season series to settle the tie, only two 
games of the six arranged were played, both being won by 
Cavite High School. The series was never finished, and 
the award of the Groton Cup for this year was not made. 
A series was played later between the Philippine School 
of Arts and Trades, Manila High School, the Bureau of 
Printing, and the American Hardware and Plumbing Com- 
pany, Manila High School winning all of its games. During 
this year Cavite High School, Manila High School, the Phil- 
ippine School of Arts and Trades, and the Bureau of 
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Printing played many interesting games with the American 
teams, and made a very creditable showing. 

In 1908-9 no regular series of games was played. How- 
ever, there were a number of games between the teams 
composing the old association. The Philippine School of 
Arts and Trades developed the best school team of the year. 

In 1909 the old association was reorganized under the 
name of the Manila Interscholastic Athletic Association, 
which consisted of two leagues, the Junior and the Senior. 
The members of the Senior League were Manila High 
School, Philippine Normal School, Philippine School of Arts 
and Trades, and the Bureau of Printing, which was admitted 
for the season. The Manila High School won the cham- 
pionship of this series. The Junior League members were 
the Provincial High School of Rizal, Tondo Intermediate 
School, the Philippine School of Commerce, and a second 
team from Manila High School. This series also was won 
by Manila High School. An athletic meet held under the 
auspices of this association resulted in the third victory of 
the season for Manila High School. 

In 1910, the Senior League consisted of Manila High 
School, the Philippine School of Arts and Trades, the Phil- 
ippine School of Commerce, and the Philippine Normal 
School. The Junior League consisted of Tondo, Paco, and 
Sampaloc Intermediate Schools, and Rizal High School. 
The Junior League baseball championship was won by 
Tondo Intermediate School, and the baseball and track and 
field championships in the Senior League by Manila High 
School. 

Another reorganization was effected for the season of 
1911-12. The Junior League was dropped out, leaving the 
association composed of the Division of Manila, the Phil- 
ippine School of Arts and Trades, and the Philippine Nor- 
mal School, a team from the University of the Philippines 
being admitted to the baseball series. The Division of 
Manila won in the baseball series and in the track and field 
meet. 

In the season of 1912-13 a team representing the Bureau 
of Education Athletic Club was admitted to the baseball 
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series. The Philippine School of Arts and Trades was 
victorious in the baseball series and the Division of Manila 
in the track and field meet. 

THE VISAYAN INTERSCHOLASTIC ATHLETIC ASSOCIATION. 

In the Visayas the first important step toward the organ- 
ization of athletics was a meet held in Cebu in January, 
1909, between the Cebu High School and Silliman Institute, 
Cebu winning. Later in the year another dual meet was 
held at Dumaguete between the same teams with the same 
result. At about the same time the division superintendent 
of schools for Iloilo took steps looking toward the organiza- 
tion of a permanent association. An interprovincial meet 
including the Provinces of Occidental Negros, Capiz, and 
Iloilo was suggested. As a result of this a baseball meet 
was held at Iloilo February 12, 1909, and a track and field 
meet at Bacolod February 22, 1909. The former was won 
by Iloilo, and the latter by Occidental Negros. 

During the division superintendents' convention held in 
November, 1909, a committee of division superintendents 
representing the Visayan provinces took preliminary steps 
toward organizing an athletic association. The first meet 
was held in January, 1910, at Dumaguete and the Provinces 
of Samar, Leyte, Misamis, Surigao, Bohol, Cebu, Occiden- 
tal Negros, Oriental Negros, Iloilo, and Capiz were repre- 
sented. Silliman Institute was also a competitor. Cebu 
carried away the honors in baseball and track and field 
sports. 

The second meet of the Visayan association was held 
during the Christmas holidays, 1910, all members being 
represented except Samar, Misamis, and Surigao. Cebu 
was again victorious, winning both the baseball and the 
track and field championships. Iloilo won second place in 
baseball, and Leyte and Bohol took second and third places 
in track and field. 

The meet of 1911 was held in Cebu during the Christ- 
mas holidays. All members were represented except Sa- 
mar, Misamis, and Surigao. Cebu won first place in base- 
ball and track and field sports. Leyte won second place 
in baseball and Bohol second place in track and field. 
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The fourth meet of the Visayan association was held 
in Iloilo during the Christmas holidays of 1912. Iloilo 
won in baseball with Cebu second, and Occidental Negros 
won the track and field with Cebu second. 

The following summarizes the results of Visayan meets : 



Year. 


Place. 


Baseball. 


Track and field. 


1910, January 


Dumaguete 

Bacolod 

Cebu 


Cebu 


Cebu. 
Cebu. 
Cebu. 
Occidental Negros. 


1910, December 


Cebu -_- 


1911, December 

1912 


Cebu 


Iloilo 


Iloilo 





THE ILOCANO INTERSCHOLASTIC ATHLETIC ASSOCIATION. 

This association was organized in 1910, including the 
Provinces of Ilocos Sur, Ilocos Norte, Union, and the sub- 
province of Abra. 

The first meet was held in the town of Laoag, Ilocos 
Norte, January 2 to 4, 1911, Ilocos Norte winning in track 
and field and Union in baseball. 

The second meet of this association was held in the town 
of Vigan, Ilocos Sur, during the Christmas holidays of 
1911. Ilocos Sur was the winner in baseball, Ilocos Norte 
in track and field. 

In the third meet held at San Fernando, Union, during 
the Christmas holidays of 1912, Ilocos Sur won in baseball 
and Ilocos Norte in track and field. 

The following table will show the results of the three 
meets of the Ilocano Association : 



Year. 


Place. 
Laoag' 


Baseball. 


Track and field. 


Basket ball. 


1911, January 

1911, December __. 

1912, December --- 


Union _. 


Ilocos Norte 

Ilocos Norte 

Ilocos Norte 


Ilocos Sur. 
Union. 


Vigan 


Ilocos Sur 

Ilocos Sur 


San Fernando ._ 



THE SOUTHERN TAGALOG ATHLETIC ASSOCIATION. 

In 1910 an association was formed by the Tagalog Prov- 
inces of Bataan, Rizal, Laguna, Tayabas, Cavite, and Ba- 
tangas. Bataan and Batangas did not enter the first meet, 
which was held at Santa Cruz, Laguna, March 2 to 7, 1911. 
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At this meet Cavite was victorious in baseball and Laguna 
in track and field events. 

At the meet of this association held at Pasig, January, 
1912, Rizal was successful in baseball and Laguna in track 
and field. 

In the meet held at Batangas in January, 1913, Batan- 
gas won the championship in baseball and Laguna in track 
and field. 

The following table indicates the results of the three 
meets of the Southern Tagalog Association. 



Year. 



1911, 
1912- 
1913. 



Place. ! Baseball. 1 Track and field. 



Santa Cruz _ 

Pasig 

Batangas _._ 



Cavite 1 Laguna. 

Rizal I Laguna. 

Batangas 1 Laguna. 



ATHLETICS IN THE CAGAYAN VALLEY. 

In 1912 a regular athletic association was formed, includ- 
ing the Provinces of Cagayan and Isabela. There had 
previously been interesting contests between these two 
divisions but the first meet was held at Tuguegarao during 
the Christmas holidays of 1912. The meet resulted in an 
all-round victory for the Division of Cagayan. 

THE CARNIVAL MEETS. 

In 1908 teams from all over the Islands were invited to 
compete in the Philippine interscholastic meet at the car- 
nival. Manila High School, the Philippine School of Arts 
and Trades, the PhiHppine Normal School, the Philippine 
School of Commerce, and the Divisions of Bulacan and 
Tarlac were represented. The meet was won by the Manila 
High School. 

No carnival meet was held in 1909, neither was there 
any general interscholastic meet. 

In 1910 the following associations were represented: 
The Visayan Interscholastic Association, the Southern 
Luzon Association, the Manila Interscholastic Association, 
and the Central Luzon Association. The Cebu provincial 
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team carried away the honors in both baseball and track 
and field. 

In 1911, besides the associations represented in 1910, 
teams from the Ilocano Association and the Southern Ta- 
galog Association took part. Cebu had the winning track 
team, while the baseball championship was won by the 
Philippine School of Arts and Trades. This carnival also 
witnessed the introduction of girls' basket ball as a feature. 
Five teams entered, and Tondo Intermediate School of 
Manila won the cup. 

In the carnival of 1912 the Ilocano, Central Luzon, 
Southern Tagalog, Manila Interscholastic, Southern Luzon, 
and Visayan Associations were represented. The Cebu 
baseball team represented the Bureau of Education in the 
open carnival meet and made a very creditable showing. It 
played close games with all of its competitors and won the 
game against Waseda University by a score of 3 to 1. After 
finishing the games in the open carnival meet Cebu played 
against the team representing the Division of Manila which 
was the runner up in the interscholastic tournament. Cebu 
defeated Manila and was given the championship. Cebu 
was also victorious in track and field sports. The basket- 
ball games were held at the bastion near the Manila High 
School. The Provinces of Rizal, Tayabas, Bataan, and Pam- 
panga were represented, in addition to the Philippine Nor- 
mal School and the Tondo Intermediate School. An 
elimination contest was played and the final victory went 
to the Division of Pampanga, represented by the team from 
the Bacolor Trade School. In the open carnival meet of 
1912 Bohol won second place. 

In the carnival meet of 1913 Cebu again represented the 
Bureau of Education in the open meet. While it won 
no game in this series it made a very creditable showing, 
losing to Meiji University by a score of 1 to and to the 
Army team by^a score of 3 to 2. The Division of Manila 
was the winner of the interscholastic meet and played 
two games with Cebu to determine the interscholastic 
championship. Cebu won the first two games and the 
third w^as not played. Cebu was also victorious in track 
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and field events. Basket-ball teams were entered from 
Tondo Intermediate School, Batangas, Rizal, Pampanga, 
Nueva Ecija, and Union. The championship was won by 
the Tondo Intermediate School, representing the Division 
of Manila. A series of exhibition games of girls' indoor 
baseball was arranged. The San Nicolas, Santa Cruz, and 
Singalong teams representing the Division of Manila 
and a team from the barrio of Tipas, Pasig, representing 
the Division of Rizal, competed. The Tipas team was 
victorious. 

In the open carnival meet of 1913 the combined inter- 
scholastic team representing the Bureau of Education was 
victorious with 37 points to its credit ; the team represent- 
ing the Bureau of Education Athletic Club was second with 
29 points ; the University of the Philippines was third with 
20 points. 

The results of the interscholastic series in baseball, in 
track and field events, and in basketball in carnival meets 
for the four years 1910 to 1913, inclusive, are as follows: 



1910. 
1911. 
1912_ 
1913. 



Baseball. 



Cebu.- 
Trade 
Cebu 
Cebu 



Track and field. 


Basket ball. 


Cebu 

Cebu 

Cebu 

Cebu 


J Tondo. 

J Pampanfira. 

.; Tondo. 



THE FAR EASTERN OLYMPIAD. 

At the close of the carnival of 1912 a meeting was called 
which included a number of athletic representatives from 
the Philippines, together with the managers of the Japa- 
nese baseball team representing Waseda University. It was 
the consensus of opinion that some arrangement should be 
made to hold a series of games between the countries of the 
Far East. Nothing very definite was done, however, until 
September, 1912, when the Philippine Amateur Athletic 
Federation appointed as its representatives to the Far 
Eastern Olympic Association the Honorable W. Cameron 
Forbes, Govemor-General of the Philippines, Mr. William 
Tutherly, and Mr. Elwood S. Brown. During the absence 
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of Governor-General Forbes, Mr. Frank L. Crone was ap- 
pointed to act in his stead. This committee began negotia- 
tions with the Carnival Association and was given the entire 
charge of carnival athletics for 1913. 

Mr. Elwood S. Brown was sent to Japan and China, 
where he made arrangements by which these two countries 
were to be represented in the first Olympiad. Japan was 
represented by a baseball team and two runners, and China 
by a team of 42, which took part in all contests except 
baseball. Japan was victorious in baseball and the 5-mile 
and 1-mile runs, and the Philippines won the general 
championship, the total score being Philippines 137, Japan 
11, China 42. China won first and second place in the 
decathlon. In this meet interscholastic athletes of the 
Bureau of Education won 69 points. 

GENERAL SYSTEM OF ORGANIZATION. 

The general plan of organization for school athletics 
may be outlined as follows: 

1. The Director of Education, as the head of the Bureau, 
has entire control over the physical training of public 
school pupils, and over all the games and sports. The 
general system to be followed, the rules which govern 
meets of an interprovincial or general character, and the 
requirements which must be met before a meet and its 
records shall be recognized as official, shall be set forth 
by him. 

2. The management of school athletics shall be handled 
through the division superintendents. 

3. The Director has appointed an advisory athletic board 
consisting of division superintendents, teachers, and other 
employees to which certain questions may be submitted 
for study, criticism, and recommendation. 

4. The following school organizations are recognized by 
the Bureau of Education : 

An athletic club is an organization within a school. 
An athletic union is an organization within a school 
district. 

An athletic league is the provincial athletic organization. 
An athletic association is interprovincial in character. 
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The names of those bodies which already exist should 
conform to this classification, and new organizations should 
be named accordingly. This plan at once suggests that 
a club may be composed of several groups within a school ; 
a union of several school clubs: the league of a number of 
unions; and the association of the several leagues within 
its territory. 

5. In view of the fact that the club is within a single 
school, it is believed that the pupils themselves, under 
proper direction, may be given a considerable portion of 
the actual management. The immediate head of a union 
would be the supervising teacher, and he should be charged 
with its management. In the division, the superintend- 
ent is the controlling officer in the athletic league. Several 
suggestions are offered for the management of inter- 
provincial athletic associations: Officers may be elected, 
determined upon by an arrangement whereby the super 
intendent of the winning division becomes the managing 
officer, or selected by other methods. 

6. Constitutions for such athletic groups are taken up 
in more detail in another section of this Handbook. There 
should in all cases be some written constitution, and its 
provisions should be given due publicity. For a club, the 
constitution should have the approval of the supervising 
teacher or principal, at the discretion of the division super- 
intendent. For the athletic union, the constitution must be 
approved by the supervising teacher or the division superin- 
tendent, as the latter may elect. The constitution deter- 
mined upon for a division league should bear the approval of 
the division superintendent. In the case of interprovincial 
associations, the constitution should be forwarded to the 
Director of Education, and should receive his sanction 
before becoming operative. Appeals from the decisions of 
officers in these athletic bodies should be made in proper 
form to the next higher authority, through those officers. 

7. The details of organization and the conduct and 
management of meets will be left to the proper officers of 
the athletic bodies. Such bodies must, nevertheless, con- 
form with the requirements laid down elsewhere in this 
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Handbook, and to receive official recognition meets must be 
held and records made according to its provisions. 

8. The athletic meet which is held annually in connec- 
tion w^ith the Philippine Carnival, and all other general 
athletic meets which are open to teams from all sections, 
shall be managed directly from the General Office by the 
Director of Education or his authorized representatives. In 
the case of the Carnival meet, the Director will treat with 
the Carnival Athletic Committee. Additional statements on 
eligibility, entries, etc., for the Carnival meet are found 
elsewhere in this Handbook. 

9. The Bureau of Education recognizes all wholesome 
sports as desirable elements of school athletics. Such games 
as baseball, basket ball, indoor baseball, volley ball, tennis, 
and the usual track and field events are particularly em- 
phasized in this manual. 

athijEtics within divisions. 

The manner of organizing and controlhng athletics within 
divisions will be left to the discretion of division superin- 
tendents, except in so far as restricted by the provisions of 
this manual. 

The division superintendent, at his discretion, may or- 
ganize a general provincial athletic league. In case such an 
organization is formed, care should be taken not to make 
it too unwieldy for effective work. Athletic unions may 
also be formed, at the discretion of the division superin- 
tendent, in the supervising districts. It will probably be 
found very advantageous to organize athletic clubs in certain 
schools. 

Whatever may be the organization determined upon, the 
division superintendent should lay dovm very definite laws 
as to the conduct of provincial and interdistrict meets. It 
has been found that misunderstandings usually arise in 
these meets because of failure to decide definitely upon 
rules in advance. Whenever the baseball field is not of 
regulation size, or where there is a tree or anything else 
that may interfere with the play, ground rules should be 
determined upon before the games begin. If ground rules 
are not adopted, it will in every case be understood that 
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none are in force. The agreement between the two man- 
agers as to ground rules should be made in the presence of 
the umpire. Visiting teams very often have good cause for 
complaint because of failure of home teams to properly 
police the grounds. Division superintendents should insist 
that, whenever a game is played, every effort be made to 
keep the crowd back of the lines ; and where this cannot be 
done, and the game is interfered with, the umpire should 
suspend play until the crowd has been put back. 

As in interprovincial meets, the matter of entertainment 
should be decided definitely in advance in cases of provincial 
or interdistrict meets. 

A form of constitution for school athletic clubs is pub- 
lished herein. This constitution is offered only in the nature 
of a suggestion and its adoption is not required by the Bu- 
reau of Education. This particular constitution has been 
framed for a provincial high school. In primary schools 
and certain intermediate schools it is probable that ''su- 
pervising teacher'' should be substituted wherever "prin- 
cipal" appears. 

Constitution of the Athletic Club op the Provincial High 

School. 

Article I. — Name. 

This organization shall be known as the Athletic Club of the 
Provincial High School, Laoag, Ilocos Norte, P. L 

Article II. — Object. 

The object of this club shall be to promote and direct athletics 
among the pupils of this school. 

Article III. — Membership. 

Section 1. The members of this club shall be those teachers and 
pupils who agree to work for the honor of the school in this direction. 

Sec. 2. Any public-spirited citizen interested in the development 
of athletics in this school may be elected to membership. 

Article IV. — Officers, election and duties. 

Section 1. The officers of this club shall be a president, vice- 
president, secretary, treasurer, and assistant treasurer. 

Sec. 2. Officers shall be elected annually, during the Christmas 
holidays. 
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Sec. 3. The regular duties of officers, as stated in Roberts' Rules 
of Order, shall be recognized in this club. 

Sec. 4. The treasurer shall be a member of the faculty of the 
school. 

Sec. 5. The principal of the school shall have absolute veto power 
in all matters pertaining to the club. 

Article V. — Committees. 

Section 1. There shall be two regular committees known as the 
executive committee and the games committee. 

Sec. 2. The executive committee shall consist of the regular officers 
and one representative from each of the four upper grades. 

Sec. 3. The games committee shall have charge of all athletic 
competitions. 

Article VI. — Conduct of members. 

Any member doing that which will bring discredit upon the school 
shall be reported to higher authority for reprimand or other dis- 
ciplinary action. All things that are dishonest or discourteous are 
accounted as detrimental. 

Article VII. — Amendments. 

This constitution may be amended by a two-thirds vote of the 
members present at any regular meeting, provided such amendment 
shall have been approved by the principal of the school. 

spkciaij schooij funds. 

Whenever any teacher or other employee of the Govern- 
ment undertakes to solicit contributions for athletic, library, 
industrial, or other special funds it is necessary to secure 
prior authority from the Governor-General for so doing. 
Where money is collected by the pupils themselves or by 
citizens who are not in the Government service the approval 
of the Governor-General is not required. Where an athletic 
or a similar club is organized in the school and collections 
are regularly paid in to the treasurer of the club as dues, 
approval of the Governor-General is unnecessary. In every 
case it will be expected, however, that the executive com- 
mittee of such a club will contain a sufficient number of 
teachers or other responsible persons to guarantee the wise 
expenditure of all funds. In all cases, great care should 
be taken that proper accounting is made for all moneys 
received. The school authorities should in no case permit 
irresponsible persons to collect or disburse such funds. 
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As a simple but accurate system of accounting for the 
funds under discussion, the following regulations are hereby 
prescribed for all special funds involving school matters : 

For each one of these funds in the school, a notebook 
will be furnished in which will be kept the records of the 
fund for the year. This record will contain all details 
of receipts and expenditures; receipts in the form of con- 
tributions, dues, or other collections; expenditures in the 
form of equipment or supplies purchased ; expenses in con- 
nection with athletic teams, etc. Sections of the book will 
be set aside for the different classes of information. The 
following outline of the method of accounting for athletic 
funds will apply, with a few modifications, to the handling 
of any other school funds. One portion of the book will be 
given over to accounting for receipts and expenditures and 
should be ruled as follows : 

Receipts and expenditures. 



Date. 



Explanation. 



Received. 



Paid out. 



CONTRIBUTIONS. 

Contributions should be entered on pages of the note- 
book, not on sheets of paper, and when all money is collected 
the total should be entered as *^Contribution--Date.'' 

Dues. 



Name of pupil. 



June. 



July. 



Aug. 



Sept. 



Oct. 



Nov. 



Dec. 



Jan. Feb. Mar. 



In the proper month column should be entered the amount 
Of dues, and the total at the end of the month should be 
entered in the **Received" column of page 1 as ^^Dues- 
month of '' 
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INVENTORY. 

At the end of each month an entry should be made of all 
equipment purchased during the month, which, added to 
what was purchased previous to that date, will be the 
perpetual inventory. 



Date. 


Quantity. 


Name. 


Disposition. 











There should be a treasurer appointed for each club to 
receive and disburse funds. In provincial capitals this 
treasurer should be the provincial treasurer if that official 
is willing to act; if not, the division superintendent should 
assume such duties. In other towns of the province the 
supervising teacher or the principal of the school should be 
chosen as treasurer. 

All vouchers covering disbursements should be approved 
by the division superintendent or supervising teacher before 
payment is made. A monthly statement of all detailed 
receipts and expenditures should be prepared and posted in 
the school building or some other public place. This state- 
ment should be drawn up in the following form : 

San Pablo Athletic Club. 

Month of September, 1912. 

Balance on August 31, 1912 W50.00 

Receipts during September 40.00 

Payments as follows: 

i dozen balls, at f=2.50 each W5.00 

1 catcher's mit 10.00 

1 mask 8.00 

?=33.00 

Balance on hand September 30, 1912 157.00 

190.00 190.00 
Certified correct: 

Treasurer y San Pablo Athletic Club, 

One copy of this report should be filed with the division 
superintendent immediately after the close of the month. 
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EQUIPMENT LOST OR DESTROYED. 

The auditing committee will enter in the book a list 
of property lost or destroyed during the month and certify 
to the correctness of the statement. 

On the inventory sheet these items will then be ruled out 
in red ink with a notation in the column ''Disposition'' as 
either lost or destroyed, and the date. 

AUDITING COMMITTEE. 

Each fund will require the appointment of an auditing 
committee of three pupils or teachers who will make monthly 
examinations of the books, signing their names below the 
last entries for each month. 

Provincial boards may, by resolution, turn over athletic 
grounds or school buildings to athletic clubs or other school 
societies for such games and exercises as may be held, 
with the understanding that receipts, exclusive of rentals, 
are to accrue to the treasuries of such clubs or societies. 
In case buildings and grounds are not turned over by resolu- 
tion, all rentals or receipts of any kind will be taken up 
by the provincial or municipal treasurers as miscellaneous 
revenues, general funds (except the rental of trade school 
buildings and equipment which will be taken up as refund 
to '*B-20~Operation of trade schools''). 

Under the provisions of Act 1979 of the Philippine Com- 
mission (sec. 1, par. 5) a provincial board may, with the 
approval of the Governor-General, vote a sum of money 
to defray the expenses of athletic teams to and from athletic 
meets, or for expenses in connection with meets or exhibits 
held locally. 

IN^TERPROVINCIAL ORGANIZATIONS. 

Each interprovincial athletic association must be organ- 
ized under a written constitution, approved by the Director 
of Education. 

The rules of eligibility laid down in any constitution must 
be altered from time to time to conform to any changes 
of regulations hereafter to be published by the Director of 
Education. 
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Each interprovincial association shall determine its own 
order of events. It would be desirable to have the order of 
events conform with that of the carnival meet, but this 
will not be required. The hammer and the baseball throws 
should not be practiced. 

The constitution and by-laws of the Southern Luzon Ath- 
letic Association are included in this bulletin for the purpose 
of suggestion only. This constitution has been amended 
recently and while it does not now serve to govern this as- 
sociation it will, with necessary modifications, serve as a 
model for associations to be formed. It might possibly 
be desirable to elect the officers of the association instead 
of having their selection determined by the results of the 
athletic contests. In the Southern Luzon Athletic Asso- 
ciation it has been the general practice for the home team 
to pay all the traveling expenses of visitors from the 
time such teams reach the border of the province, and to 
furnish entertainment free during the continuance of the 
meet. It will probably be found that in large associations 
such a procedure would throw too great a burden upon the 
home team, and it might be advisable to require each team 
to pay its own expenses. Whatever conclusion may be 
reached, the matter should be definitely decided in advance. 
The dues in this association are collected to cover the cost 
of stationery, postage, medals, etc. All of the expenses 
incident to the meet itself are borne by the home province. 

Constitution and By-Laws — Southern Luzon Athletic 
Association. 

constitution. 

Article I. — Name. 

This association shall be known as the Southern Luzon Athletic 
Association. 

Article II. — Object. 

The object of this association shall be the control and development 
of amateur track and field sports among the public schools of the 
provinces of southern Luzon. 
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Article UL-^Officers. 

Section 1. The officers of this association shall be the president, 
vice-president, and secretary-treasurer, who shall constitute the exec- 
utive board. 

Sec. 2. The president shall be the division superintendent, or some 
teacher designated by the division superintendent, of the province 
which scores the highest number of points at the championship meet 
of the year immediately preceding his term of office. 

Sec. 3. The vice-president of the association shall be the division 
superintendent, or some teacher designated by the division superin- 
tendent, of the province which scores the second highest number of 
points at the championship meet immediately preceding his term of 
office. 

Sec. 4. The secretary-treasurer shall be the division superintend- 
ent, or some teacher designated by the division superintendent, of the 
province which scores the third highest number of points at the 
championship meet immediately preceding his term of office. 

Sec. 5. It is provided, however, that the division superintendent 
of Sorsogon shall not hold two offices. Should Masbate and Sorsogon 
both win places he shall hold the office to which the higher score 
entitles him and the lowest province shall hold the office of secretary- 
treasurer. 

Sec. 6. At meetings of the executive board each province may be 
represented by two additional teachers designated by the division 
superintendent of the province for the purpose of discussion only. 
Each province shall have one vote and that shall be cast by the 
division superintendent or some teacher whom he may designate. 

Article IV. — Championship meets. 

The annual championship meet shall be held as arranged by the 
executive board. In case the board is unable to decide upon time 
and place at its annual meeting, a vote shall be taken by mail August 
1 succeeding the last meet. After a decision is once made it shall 
be changed only by a unanimous vote of the executive board. 

Article V. — Business meetings. 

Section 1. The annual business meeting of the executive board 
shall be held in the city where the annual championship meet is held, 
on the evening before the meet. 

Sec. 2. Dates and places for holding other business meetings of 
the board may be arranged by a unanimous vote of the board except 
during the annual championship meet or the annual meeting of the 
division superintendents in Manila when all are present in person 
or by representative, when a majority vote shall be sufficient to call 
such meeting. 

117410 5 
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Article VI. — Membership. 

Section 1. The term "member" in this constitution is construed to 
mean the Provinces of Albay, Camarines, and Sorsogon. The mem- 
bership of Sorsogon also carries with it the privilege of being 
represented by track and baseball teams from the subprovince of 
Masbate: Provided, however, That virhen Masbate is so represented 
the Sorsogon team shall consist only of pupils of the Province of 
Sorsogon proper and the Masbate team shall consist only of pupils 
from Masbate. 

Sec. 2. Other members may be admitted to this association by 
unanimous vote of the executive board: Provided, however, That the 
applicant is a province. 

Article VII. — Dues. 

The annual dues of each member shall be =^=15, which must be paid 
before entries can be accepted. 

Article VIII. — Suspensions and expulsions. 

Members may be suspended or expelled from this association only 
by the Director of Education after full report and investigation. 

Article IX. — Amendments. 

No addition, alteration, or amendment shall be made to this con- 
stitution or to the rules and by-laws except by a unanimous vote 
of the executive board. 

BY-LAWS. 

Article I. — Duties of officers. 

Section 1. The duties of officers of this association shall be similar 
to those usually discharged by officers of similar associations. 

Sec. 2. The executive board shall have entire charge and direction 
of all athletic meets of the association and shall have the power to 
determine the manner of hearing and ruling upon protests. It shall 
also have the power to levy a special assessment not exceeding ^20 
for any one year. 

Article II. — Entries and protests. 

Section 1. Entries for the championship meet shall close the day 
preceding the meet and must be in the hands of the secretary- 
treasurer by 4 o'clock of that afternoon. As soon as possible a list 
of entries should be furnished the members of the executive board. 

Sec. 2. No member shall enter more than nine men or start more 
than three men in any event at the championship meet except in 
baseball and relay races. 
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Article III. — Vote by tnail or telegraph. 

The secretary-treasurer shall upon the written request of any 
member of the board submit- any motion to a mail vote or vote by 
telegraph. The vote shall be registered and after the expiration 
of eight weeks from the date of mailing the vote any vote not already 
received shall be counted in the negative. Within one week after 
receiving the vote the secretary-treasurer shall notify the members 
of the result of the vote. 

Article IV. — Gate receipts. 

In case gate-receipts or other moneys are taken in as a result of 
the games at the championship meet the net profits shall be equally 
divided among the competing members of the association: Provided, 
however. That Masbate, when represented, shall count as a member 
for this purpose. 

RULES FOR AWARDING TROPHIES. 

Rule 1. The trophies shall be competed for annually at the cham- 
pionship meet and each trophy shall remain in the possession of the 
winning province for one year. 

Rule 2. The following method of counting points in deciding the 
winning province shall be adopted: 

In each event, baseball excepted, first place shall count five, 
second place three, and third place one point. Baseball shall have 
the value of three track events and the points shall be divided as 
follows: First place, fifteen; second place, nine; and third place, 
three. 

The province winning the greatest number of points in the regular 
athletic events shall be declared the winner of the athletic trophy. 

The province winning the greatest number of points in the baseball 
contest shall be declared the winner of the baseball trophy. 

The province winning the greatest number of points in the regular 
athletic and baseball events shall be declared the winner of the 
championship meet and shall have won greatest honors. If a trophy 
shall be offered for such championship, it shall be awarded on the 
same conditions as other trophies. 

Rule 3. The executive board shall be the trustee of the trophies 
to be awarded and the division superintendent of the province winning 
any trophy must give satisfactory guarantee that the trophy will 
be cared for and returned at least one day before the annual meet. 

Rule 4. In case two or more provinces shall score an equal num- 
ber of points and no other province shall have secured a greater 
number and, if one of the provinces shall have held the championship 
during the preceding year, that member shall continue to hold the 
championship during the ensuing year. But, in case neither province 
shall have held the championship, the executive board shall hold the 
trophy in abeyance during the ensuing year. 
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Rule 5. All ties and eontested ranks and honors among members 
shall be decided according to the principle set forth in Rule 4. 

Rule 6. The above rule shall not be construed to include individual 
athletes. Ties in the different events will be decided by special rules. 

Rule 7. The American Athletic Union rules of the previous year 
shall govern all contests. 

RULES OF ELIGIBILITY. 

Rule 1. Each entry list shall be accompanied by a statement signed 
by the division superintendent or his representative certifying that 
each contestant has been a student in good and regular standing 
for a period of at least three school months previous to the meet. 
In case the normal institute is held immediately before the meet and 
there is no school which the pupil may attend he must have been in 
attendance three school months previous to the opening of the normal 
institute. 

Rule 2. No person who has received pay as teacher for a period 
of one school year previous to the annual meet shall be allowed to 
compete in any event, baseball included. 

GENERAL RULES GOVERNING MEETS. 

The Director of Education will appoint officials for all 
carnival and other general meets. In interprovincial meets, 
the power of naming officials will be delegated to such 
executive boards as may be provided under constitutions 
approved by the Director of Education. 

During the annual meets, which will probably take place 
during the Philippine Carnival, there will be baseball and 
other tournaments and such track and field sports as may 
be determined upon. The track and field events shall in- 
clude the following: 

50-yard dash. 

100-yard dash. 

120-yard hurdles, high (10 hurdles, 3 feet 6 inches high). 

220-yard hurdles, low (10 hurdles, 2 feet 6 inches high). 

220-yard dash. 

880-yard relay. 

One-mile relay. 

440-yard dash. 

Half-mile run. 

Running high jump. 

Running broad jump. 

Discus throw. 

12-pound shot put. 

Pole vault. 
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A decathlon consisting of — 

1. 100-yard dash; 

2. 440-yard dash; 

3. One-mile run; 

4. 220-yard hurdles; 

5. Running high jump; 

6. Running broad jump; 

7. Running hop, skip, and jump; 

8. Shot put (16 pounds) ; 

9. Discus throw; 
10. Pole vault; 

and a pentathlon including the following — 

1. Running broad jump; 

2. Shot put (16 pounds) ; 

3. 220-yard dash; 

4. Discus throw; 

5. Mile run; 

will be held in connection with general meets beginning 
with the carnival of 1914. 

These will be strictly individual contests. To qualify 
for admission it "will not be necessary for the contestant to 
belong to a winning provincial team. 

Scores in these events are based on a possible 100 points 
to the event — 500 for the pentathlon and 1,000 for the 
decathlon. In the Olympic games held at Manila in Feb- 
ruary, 1913, Regino Ylanan of the University of the Phil- 
ippines won the pentathlon with 266 points and the decath- 
lon was won by Pan Wen Ping of China with a total of 598 
points. 

Requests for entry in these events should be submitted 
to the Director of Education through the principal of the 
school in which applicant is enrolled, and the division 
superintendent of schools and should include a statement of 
records already made in the different events. 

The hammer and the baseball throw shall not be per- 
mitted in any athletic contest in the Bureau of Education. 

The following is the order of events for all the carnival 
and other general meets, subject to change by the Director 
of Education : 
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FIRST DAY. 

Running high jump Finals. 

50-yard dash Trials. 

440-yard dash Trials. 

100-yard dash Trials. 

220-yard low hurdles Trials. 

220-yard dash Trials. 

Shot put Finals. 

120-yard high hurdles Trials. 

SECOND DAY. 

120-yard high hurdles Semifinals. 

Running broad jump Finals. 

50-yard dash Semifinals. 

220-yard low hurdles Semifinals. 

100-yard dash Semifinals. 

880-yard run Finals. 

Discus throw Finals. 

220-yard dash Semifinals. 

880-yard relay Finals. 

THIRD DAY. 

120-yard high hurdles Finals. 

Pole vault - Finals. 

50-yard dash Finals. 

440-yard dash Finals. 

100-yard dash Finals. 

220-yard low hurdles Finals. 

220-yard dash Finals. 

Mile relay Finals. 

The following is suggested as the order of events for dual 
meets covering two days : 

FIRST DAY. 

120-yard high hurdles Trials. 

50-yard dash Trials. 

440-yard dash Finals. 

50-yard dash Finals. 

High jump Finals. 

Discus throw Finals. 

220-yard hurdles Trials. 

Broad jump Finals. 

220-yard hurdles Finals. 

Half-mile relay Finals. 
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SECOND DAY. 



120-yard high hurdles Finals. 

220-yard dash Trials. 

880-yard run Finals. 

220-yard dash Finals. 

Pole vault Finals. 

100-yard dash Trials. 

Shot put Finals. 

100-yard dash Finals. 

Mile relay Finals. 

The above events are to be run off in the forenoon, leaving 
the afternoon for baseball and other games. 

Points in all track and field events will count as follows : 

In meets in which there are more than three provinces 
or schools competing, first, second, and third places in all 
events, including relays, shall count five points, three points, 
and one point, respectively. 

In meets in which only three provinces or schools are 
represented, first, second, and third places in all events, ex- 
cept relays, shall count five points, three points, and one 
point, respectively. In relays, first place shall count five 
points ; second, three points ; and third shall not be counted. 
In case one team fails to actually run the race, first and 
second shall be counted in the same manner. If two teams 
should fail to actually run, first place will count five. 

In dual meets first, second, and third places in all events, 
except the relays, shall count five points, three points, and 
one point, respectively. First place in a relay will count 
three; second place will not be counted. 

In interprovincial meets in which three or more prov- 
inces take part, the program and order of events should be 
similar to those outlined for general meets. 

In track and field events, each competitor (a school divi- 
sion) shall be allowed three entries in each event on the 
program except in the relay races; only one team may be 
entered by any competitor in each relay. 

Division superintendents of provinces that have won 
representation at carnival or other general meets will fur- 
nish the Director of Education with a list of entries for 
each event so that the printing of the oflficial program will 
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not be delayed. Changes in this list of entries will be 
permitted. However, three days previous to the opening 
of the meet, the clerk of the course shall be furnished a 
list of the entries which can be subtracted from but not 
added to without showing good reason for so doing. At 
least one hour before the opening of each day's program 
all changes in the list of entries must be definitely made. 

No record shall be accepted for a race of any kind unless 
timed by at least three official timekeepers provided with 
stop-watches. In field events the distances and heights 
must be measured by at least three field judges. In no case 
will a record be allowed if a contestant is in any way aided 
by a favorable wind or other unusual conditions. Written 
reports of records should be made by the referee im- 
mediately at the close of each meet, specifying that they 
were made under these conditions. At present, records are 
accepted only from the carnival and interprovincial meets. 

No more than three prizes shall be given in any event, 
and in no case shall money be accepted as a prize. 

No prize shall be given except suitably inscribed cups, 
wreaths, diplomas, banners, badges, medals, etc., unless 
authorized by the Director of Education. 

The value of prizes in each event shall not exceed f=50 
for first, ^5 for second, and W5 for third. 

No limit shall be placed on the value of trophies won by 
teams or associations. 

speciaij rules for carnival meets. 

No contestant shall be considered eligible for general or 
carnival meets if he does not enter school by the tenth day 
of the second semester of the school year in which the 
carnival is held, whether he is in a primary, intermediate, 
or secondary grade. No excuse whatever will be accepted 
for his failure to enter school by the time indicated. 

No person may compete in a carnival interscholastic 
meet who is at that time receiving pay, directly or indirectly, 
from any branch of the Government, or has received pay 
within a period of two months previous to the meet. 

No person may compete in a carnival meet who has been 
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a teacher, municipal or insular, or other employee of the 
Bureau of Education during the school year in which the 
meet is held : Provided, however, this is not to be applicable 
to those bona fide students in trade schools or other such 
institutions who are paid as student assistants. 

Entries for each day's events must be concluded by 6 
p. m. of the previous day, and shall not be changed unless 
good reason is presented for doing so. The clerk of the 
course shall be given a typewritten list of each team at 
least forty-eight hours before the opening of the meet. 

The methods of entering teams in the carnival meet will 
be subject to change by the Director of Education from time 
to time. However, until such changes are indicated, the 
following arrangements will be in force: 

The winning teams of interprovincial meets will be eligi- 
ble to take part in the carnival meet. 

In general, an interprovincial association will be repre- 
sented by one baseball team and one track team, but in the 
cases of larger associations the Director of Education may 
permit the entry of more than one team. 

Unless otherwise ordered by the Director of Education, 
the Inter- Visayan Athletic Association, as constituted at 
present, will be permitted to enter two baseball and three 
track and field teams in the carnival meet. 

The Manila Interscholastic Athletic Association will be 
permitted to enter two baseball teams. By way of expla- 
nation, it may be said that the admission of two teams 
from the Manila Interscholastic Athletic Association is due 
entirely to the fact that local Manila teams attract more 
attention from the Manila public, which necessarily fur- 
nishes a large part of the crowd that attends athletic meets 
at the carnival. 

It is not desired that girls' basket-ball teams should be 
brought from any great distance to compete at the carnival 
interscholastic meet. The admission of these teams will 
be at the discretion of the Director of Eduction. In general 
it may be said that only those teams will be admitted that 
have won honors in the interprovincial associations near 
Manila. The same may be said of indoor baseball teams 
that may be admitted to future meets. 
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The cases of isolated provinces, which are not members of 
interprovincial associations, will be decided as special cases 
by the Director of Education. 

RULES OF ELIGIBILITY FOR MEETS HELD WITHIN DIVISIONS. 

The eligibility of students taking part in contests held 
within divisions will be determined by the division superin- 
tendent : Provided, however, That none of the rules relative 
to amateur standing shall be violated. 

THE CONDUCT OF ATHLETIC MEETS. 

GENERAL DIRECTIONS. 

1. Long before the opening of the meet there should be a 
definite understanding as to the entertainment of visitors. 
In large associations it may be said that the custom is for 
each team to bear its own expenses for subsistence, lodging 
being furnished free. In smaller associations entertain- 
ment is usually furnished free. In any event a thorough 
understanding should be had months in advance. 

2. In order that proper provision may be made for visi- 
tors their number should be ascertained in advance, by wire 
if necessary. 

3. Managers and coaches of teams should be given quar- 
ters near their teams. 

4. Every possible attention should be given to the recep- 
tion of visitors. A reception committee is recommended. 
When visiting teams are received cordially they come to 
feel that they will be treated fairly and justly. A cold 
reception prepares the way for suspicion and unpleasantness 
later. 

5. Usually in connection with a meet there is an official 
reception and ball. The home team should be made to feel 
that its reputation as hosts is at stake. Every attention 
should be given visitors. The official rigodon should be 
arranged in advance so that men of standing will have their 
proper places. 

6. The track and field should be put into first-class condi- 
tion long before the meet. Where the lay of the field is 
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such as to require ground rules, the home team should have 
a set of rules prepared for the consideration of visitors. 
The managers of opposing teams should be advised at least 
a month before the meet as to the lay and condition of 
fields and tracks. Such advice should consist of a state- 
ment as to the nature of the surface of the baseball diamond ; 
the surface for some distance around ; and the general shape 
and slope (if any) of the track. 

7. Such fences or ropes should be provided as will assure 
the visiting teams that the crowd will be kept back. Where 
the crowd is not kept back the umpire or referee will suspend 
the games until there is no danger of interference. 

8. The sympathetic rooting of the home crowd is of so 
much advantage to the home team that every effort should 
be made to keep the field clear of rooters who may get out 
of place. Rooting from or near either bench should be 
prohibited. In the field events there should be an ample 
inclosure in which the events may be held and in which 
no rooting of any sort will be permitted. 

9. The selection of officials for the meet should be taken 
up with the division superintendents of provinces to be 
represented, long before the opening of the meet. With all 
the foresight possible it will often happen that there will 
be a shortage of officials. The home team should avoid 
every appearance of attempting to force officials on visit- 
ing teams in such cases. 

10. A megaphone should be provided for the announcer 
and a whistle for the referee. 

11. A score board with chalk and erasers should be on 

hand. 

12. A book of rules for track and field events should be 

provided. 

13. Wherever possible, programs should be provided con- 
taining score sheets. 

14. A dressing room should be arranged. Baths should 
be provided in connection with the dressing rooms. Where 
this is impracticable they should be provided at the lodgings 
of visiting teams. 
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15. The track should be rolled. A hand roller should 
be available at all times during the meet. 

16. A plentiful supply of good drinking water should be 
on hand. Cool water, not ice water, is preferred. 

17. Stakes should be set to mark starts and finishes and 
also the proper location of the hurdles on the track. 

18. Arrangements should be made for estimating the 
crowd to avoid subsequent extravagant guesses as to the 
attendance. Where the grandstand holds a known number 
the problem is comparatively easy, but a standing crowd 
can be estimated with a fair degree of accuracy by counting 
to a hundred or two hundred and then blocking the crowd 
off with the unit so adopted. 

19. While the assistance of every person interested in 
athletics is to be enlisted if possible, it is not believed 
advisable to have field or team managers who are not mem- 
bers of the Bureau of Education. 

20. Before the opening of a meet definite arrangements 
should be made for properly policing the crowd. As a 
rule the Philippine Constabulary is ready to undertake 
the policing of the grounds. Their work is always good. 
No visitor should be asked to take part in a contest of any 
sort where there is any danger of interference. 

21. Officious interference with officials appointed to con- 
duct a meet is to be avoided at all times by managers of 
teams. 

The continual raising of unimportant questions in a nag- 
ging manner usually accomplishes nothing except the ex- 
asperation of officials and spectators alike. Managers of 
track teams should assemble their teams at some little dis- 
tance from the place where the events take place. All 
coaching should be given there. Coaching on the field just 
before an event seldom does any good and hinders officials 
in the discharge of their duties. 

22. Persons connected with the Bureau of Education, 
either as pupils or employees, will subject themselves to 
the severest disciplinary action if guilty of gambling on 
the results of interscholastic meets of any character what- 
ever. 
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SHOTPUT. 

1. The home team should furnish at least one shot. It 
will be understood that any competitor has the right to 
put any shot used. 

2. The shots should be weighed. Iron shots lose little 
in weight while lead shots lose several ounces in a year's 
use. 

3. A regulation shot circle should be provided. 

4. A steel tape measure should be on hand. 

THE HIGH JUMP. 

1. Suitable standards. 

2. Six cross bars that do not sag. 

3. A regulation pit. The pit for the high jump, which 
may also be used in the pole vault and broad jump, should 
be at least five feet wide of sufficient length and should ex- 
tend at least three feet beyond each standard. It should 
be dug eighteen inches deep. 

4. A steel tape measure. 

5. Extra pegs for the cross bar. 

6. A rake and spading fork. 

THE BROAD JUMP. 

1. A regulation take-off, flush with the ground. 

2. A good runway equal to running track. 

3. A regulation pit. See definition under High Jump. 

4. A rake and spading fork. 

5. A steel tape measure. 

6. Care must be taken to select a level spot for the broad 
jump. 

THE POLE VAULT. 

1. Suitable standards. 

2. Six cross bars that do not sag. 

3. Extra pegs for cross bars. 

4. Several good vaulting poles should be supplied by the 
home team. 

5. A steel tape measure. 

6. A regulation pit. 

7. A rake and spading fork. 

8. Resin for vaulters who may wish to use it on poles. 
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DASHES, RUNS, AND HURDLES. 

1. Two revolvers or starters' pistols with a supply of 
blank cartridges. (A whistle for calling the attention of 
contestants.) 

2. Three stop watches. 

3. Finishing tape should be strong enough not to break 
of its own weight but not so strong as to injure runners. 
White woolen yarn is recommended. 

4. A supply of large numbers to pin or sew on backs 
of runners. 

5. Safety pins with which to pin on numbers. 

6. One-half inch white tape is recommended for marking 
off the alleys. Lime may be used if no tape is available. 
In case lime is used a considerable supply should be on 
hand. 

7. A marker for reliming the alleys if lime is used. 

8. Six alleys marked off as indicated above for 50, 100, 220 
yard dashes and all hurdles. 

9. Six sets of low hurdles. 

10. Six sets of high hurdles. 

11. Stakes should be set to mark starts and finishes and 
also the proper location of the hurdles on the track. 

BASKET BALL. 

1. Referee's whistle. 

2. Timer's watch and a timer's whistle of sound different 
from that of the referee. 

3. Score book. 

4. Book of rules. 

5. Two basket balls, properly inflated. 

BASEBALL. 

1. Definite ground rules must be determined before the 
game opens. Discuss fully and agree on overthrows into 
the crowd, passed balls and extra base hits. 

2. A supply of baseballs should be on hand. 

3. A book of rules. 

4. Umpire's indicator. 

5. Official scorer and score book. 
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6. Score board with chalk and erasers. 

7. Lime and flags to mark foul lines clearly. Extend 
foul lines a considerable distance back of 1st and 3d bases. 

8. The home team must by no chance fail to have a 
supply of drinking water on hand. 

9. The field should be in good condition. Arrangements 
must be made for keeping the crowd away from the field 
and for such other policing as may be necessary. 

10. If the home team escorts visiting teams to and from 
games or otherwise fraternizes with them there will hardly 
be even the remotest possibility of discourteous conduct 
on the part of irresponsible or evil-minded persons. 

OFFICIALS. 

Attention is invited to the list of officials and their re- 
spective duties contained on pages 136 to 140. This list 
includes : 

A games committee, which is the executive board of in- 
terprovincial associations. 

One referee. 

Two or more inspectors. 

Three judges at finish. 

Three or more field judges. 

Three or more timekeepers. 

One chief field judge (for large meets). 

One starter. 

One clerk of the course. 

One scorer. 

One marshal. 

One announcer. 

In interprovincial meets these officials will be chosen 
according to the provisions of the constitution unless the 
Director of Education appoints some personal representa- 
tive to act as referee or umpire or in any other capacity. 

When officials are appointed they should be treated with 
consideration by managers and contestants. Violent and 
insulting language addressed to officials should lead to the 
exclusion from the grounds of managers, coaches or con- 
testants guilty of using such language. 
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CLAIMS FOR RECORDS. 

Exceeding care must be exercised in the submission of 
interscholastic records for approval. All claims should be 
made through the referee immediately after the close of 
the meet and should be signed and sworn to by each official 
concerned. 

For track events the following certificate should be sub- 
mitted : 

Claim for Record, 
bureau of education. 

The Director of Education, 

Manila, P. I. 

Sir: I hereby submit claim for interscholastic record as per data 
below : 

Name 

Event 

Time, height, distance 

Where made ; date 

Name of meet 

Condition of track or field Was track level? 

Was distance or height properly measured with instruments or steel 

tape? Was (shot) (discus) official in every 

respect? Was record made in open com- 
petition previously sanctioned by the Bureau of Education? 

Was the competitor in any way aided by favorable circumstances, 
such as wind, slope of track, etc.? 

Certified correct: 

1 1 

2 2 

3 3 

Signatures of official timers or field Signatures of additional witnesses 

judges. 



[Signature of competitor or responsible 
official of organization represented.] 



MISCELLANEOUS. 

Very frequently other contests are held in connection 
with athletic meets. In several associations declamation 
contests are provided for. Certain points should be ob- 
served in connection with such contests. 

1. A time limit should be fixed for declamations. It is 
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suggested that a declamation should be at least four minutes 
in length and should never exceed ten minutes. 

2. Declaimers should be trained by members of the 
Bureau of Education. There is no objection, of course, to a 
teacher's receiving advice from those outside the Bureau 
who may be qualified to give it. 

3. Care should be exercised in the selection to be de- 
livered. Extremely tragic or dramatic pieces should, as 
a rule, be avoided. Variety might be secured by choosing 
a number of selections and then assigning them by lot to 
the various divisions some months before the contest. 

The Bureau of Education does not look with favor on 
public contests in extemporaneous speaking. 

RELATIONS BETWEEN THE PHILIPPINE AMATEUR ATH- 
LETIC FEDERATION AND THE BUREAU OF EDUCATION. 

While every possible precaution is taken by school author- 
ities in the management of athletics to guarantee the 
amateur athletic standing of school pupils who take part 
in meets, the question of the general recognition of Bureau 
of Education athletes has been brought to the attention of 
the Philippine Amateur Athletic Federation. This body, 
of which the Governor-General is the president, was organ- 
ized for the purpose of maintaining the amateur standing 
of the young men who take part in athletic games in the 
Philippines. It holds practically the same standards as 
are required of amateur athletic associations in the United 
States. It has for its object the two-fold purpose of main- 
taining athletic sports on a wholesome amateur basis and 
of guaranteeing to Americans and others who take part in 
such games in the Philippines a clean record upon which 
they may be admitted to amateur standing upon their 
return to their home countries. 

Following out this plan of emphasizing the amateur 
feature of school athletics, the Bureau of Education has 
adopted, along with its own athletic rules, those tests which 
are required by the Philippine Amateur Athletic Federa- 
tion. Pursuant to this action, the federation has agreed 
to recognize athletes who are certified to by this Bureau 
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and to admit them without further question or charge on an 
equal basis with its own members to all meets and contests 
held under its auspices. As evidence of such affiliation 
with the Philippine Amateur Athletic Federation, the 
Bureau will issue to any eligible pupil upon request a card 
which will certify to his amateur standing. The informa- 
tion which will appear on this card will be as follows : 

[Face.] 



Bureau op Education. 

ATHLETICS. 

(Affiliated with the Philippine Amateur Athletic Federation.) 

This is to certify that 
Mr 

the holder of this card, is a registered amateur 
athlete. 

Principal or Supervising Teacher, 

Division Superintendent 

Date issued 

Good until June 30, 191.... 



Note.— All cards will be good from date of issue until the 30th day of the follow- 
ing June. 

[Reverse.] 



I accept this card with the understanding that if I commit 
any of the following acts, I become a professional athlete and 
ineligible to compete further as an amateur: 

1. Enter a competion for money, 

2. Accept a prize of money. 

3. Sell or pawn prizes. 

4. Enter a competition under a false name. 

5. Issue or accept a challenge for money or its equivalent. 

6. Receive reward for becoming or continuing to be a 

member of an athletic organization. 

7. Accept a free membership or remission of dues in any 

club. 

8. Teach, train, or coach in any athletic sport for money 

or any valuable consideration. 

9. Knowingly enter as an individual or as a member of a 

team any competition open to a professional or a pro- 
fessional team. 

Sign here „ 

School „ „ 



Witnessed by „ 

Principal or Supervising Teacher. 
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Articles of Alliance between the Philippine Amateur Athletic 
Federation and the Bureau of Education. 

Article I. At all meetings of the board of governors of the Philip- 
pine Amateur Athletic Federation the Bureau of Education shall be 
entitled to two representatives who shall have voice and privilege 
equal to the other members of said board, but not the right to vote. 

Art. II. All members of the Bureau of Education entering meets 
and games conducted under the rules of the Philippine Amateur 
Athletic Federation shall be governed by the rules of the Philippine 
Amateur Athletic Federation. 

Art. III. All members of the Bureau of Education shall be entitled 
to enter and compete in meets and games conducted by the Philippine 
Amateur Athletic Federation provided they hold regularly issued 
Bureau of Education registration cards. Upon ceasing to be bona 
fide students, however, in the Bureau of Education, all rights and 
privileges under the Bureau of Education registration cards cease. 

Art. IV. All suspensions and disqualifications issued by the Bu- 
reau of Education will be recognized by the Philippine Amateur 
Athletic Federation and no such expelled or disqualified person shall 
be issued a Philippine Amateur Athletic Federation registration card 
without the consent of the Bureau of Education. 

Art. V. These articles of alliance may be terminated by either 
party upon thirty days^ written notice to the other. 

(Sgd.) Frank R. White, 

For the Bureau of Education. 
(Sgd.) Murray Bartlett, 

First Vice-President, 
For the Philippine Amateur Athletic Federation. 

Teachers and other employees of the Bureau of Education 
are eligible for membership in the Bureau of Education 
Athletic Club. This club is a member of the Philippine 
Amateur Athletic Federation, and through this club teachers 
and other employees of the Bureau of Education may qual- 
ify for admission to all meets or contests held under the 
auspices of the Philippine Amateur Athletic Federation. 

The Bureau of Education Athletic Club was originally 
formed in the General Office of the Bureau of Education. 
Except where local division clubs are formed, teachers and 
other employees of the Bureau of Education should join 
through the club, the headquarters of which are at the 
General Office. Division superintendents wishing to form 
division clubs should communicate with the Director of 
Education. 



84 
RULES OF ELIGIBILITY. 

Any schoolboy who desires to avail himself of the privi- 
leges to which he is entitled because of his amateur standing 
may ask that an amateur athletic card be issued to him by 
the Bureau of Education. His request should be made 
through the proper school authorities to the division super- 
intendent of schools, and upon receipt of satisfactory 
evidence of his amateur standing a card may be issued to 
him by the division superintendent. 

Only those pupils to whom amateur athletic cards have 
been issued will be eligible to compete in the carnival inter- 
scholastic meet or any other meet of which the Bureau of 
Education takes official cognizance. 

The amateur standing of all bona fide public school stu- 
dents shall be accepted up to and including October 15, 1911, 
after which date the athletic standing of all students will 
be determined by the rules and regulations herein set forth. 

No student who, subsequent to the publication of these 
rules, has been declared a professional shall be reinstated 
as an amateur. Any student who knowingly competes with 
an athlete who is disqualified shall be held to have suspended 
himself, the period of such suspension to be determined by 
the Director of Education. 

Any student known to have bet or acted as agent for 
others in betting on athletic games or contests shall be 
debarred from competition for one year. It is the duty 
of the division superintendent of the province from which 
the student competes to take action in such cases where he 
receives conclusive information that the student has com- 
mitted this offense. 

All pupils taking part in athletic meets must be bona 
fide students of the public schools. Students who are taking 
night school courses only shall not be eligible to compete or 
represent a public school. 

Approved private educational institutions may be ad- 
mitted to competition at interprovincial athletic meets upon 
either one of two conditions. First, the school may, with 
approval of the Director of Education, become a regular 
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member of the association, in which case it must conform 
to all athletic rules and regulations prescribed by the Di- 
rector of Education. It will be subject to any changes or 
modifications in rules without notice the same as the public 
schools. Second, the school may be admitted as a courtesy 
member of the association, in which case it may be repre- 
sented by any bona fide student who is an amateur athlete 
in good standing unless other conditions are prescribed 
by the interprovincial association admitting the school. It 
will be understood that courtesy membership is granted for 
only one year at a time. 

No pupil shall represent a school or division at athletic 
meets unless he has been a regular attendant at such school 
or in such division for at least four school months im- 
mediately preceding the meet. For example: To compete 
in an interprovincial meet held any time in December, the 
pupil must have been in attendance in the school or division 
during the months of August, September, October, No- 
vember, and December. If the meet is held at any time 
in January, he must have been a regular attendant in such 
school or division from the first of the previous September. 
It is understood, of course, that this rule applies only to 
interprovincial and general meets, the division superin- 
tendent being permitted to make such rules as he may see 
fit for the meets held within divisions. 

A pupil is not eligible to compete more than two years 
while belonging to the same grade or year in the public 
schools. For example, a pupil in Grade V competes in an 
interprovincial or carnival meet in 1910. In 1911 he is 
still in Grade V and competes. Until he is promoted from 
Grade V he can not again compete. However, he might 
fail to compete in 1911 in which case he might compete 
another year while still remaining in Grade V. 

A student to be eligible to take part in athletic meets as a 
member of a team from provinces other than his home 
province, must present a transfer card signed by the division 
superintendent of his home province and by the principal 
of the school from which he wishes to transfer: Provided, 
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That when a student leaves his own province to enter ano- 
ther school for the purpose of taking a course not offered 
in his home province, the issuance of an athletic transfer 
is compulsory. 

In this connection it will be understood that the offering 
of inducements to pupils to transfer for athletic purposes 
from one school to another will subject to disciplinary action 
representatives of this Bureau who offer inducements di- 
rectly or indirectly. 

No person who is a graduate of a four-year secondary 
course shall be eligible to compete in athletic meets held by 
the Bureau of Education. This applies to those students 
who have completed their high school course, but have not 
yet received their diplomas : Provided, however, That this is 
not to prevent any interprovincial athletic organization from 
admitting to contests teams from a university or other 
amateur organization with the approval of the Director of 
Education. 

Only those students who are taking full work in a regular 
course shall be allowed to represent a school. 

No student shall be allowed to compete at any meet held 
by the Bureau while disqualified or under suspension. 

No student who has matriculated in a college course or 
who has played on a college team shall be eligible to take 
part in meets held by this Bureau except as a member of 
a university or other team admitted into a contest of an asso- 
ciation as a courtesy member, with the approval of the 
Director of Education. 

No person may compete in any interprovincial meet who 
has been a teacher, municipal or Insular, or other employee 
of the Bureau of Education during the school year in which 
the meet is held. In case the interprovincial meet is held 
during the long vacation, it will be understood that this 
rule applies to employment during the previous school year. 

No pupil may compete in an interprovincial meet who 
is receiving pay, directly or indirectly, from any branch of 
the Government : Provided, however, That this is not to be 
considered applicable to those bona fide students who receive 
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pay as pensionados or student assistants in trade schools 
and other institutions. 

No student shall be allowed to compete in the mile run 
unless he has reached the age of eighteen years. 

Protests, affecting the right of any student to compete 
in interprovincial or general meets shall be made to the 
Director of Education, whose decision will be final in passing 
upon the student's right to compete. However, the decision 
of the executive board of the interprovincial association 
will stand until annulled by the Director of Education. 



Part III. 
GENERAL INFORMATION. 



89 



GENERAL INFORMATION. 



FIRST AID TO INJURED ATHLETES. 

Following are given a number of injuries which may 
occur to athletes in training or during the progress of games 
with their corresponding treatment. The list does not cover 
all injuries possible on the athletic field, but the more 
frequent ones will be found included. 

SPRAINS. 

The sprained ankle, knee, or wrist should be held under 
a cold-water faucet and the water allowed to run on it, while 
bandages are being prepared. It is well to hold the injured 
joint as high as possible so as to let the blood flow away from 
the joint. Before putting the bandages on, a little well- 
directed pressure by the hands upon the swelling will drive 
the extra blood and lymph toward the heart. In bandag- 
ing the injured parts, little pieces of cotton should be used 
to fit into every little depression in the skin and joint. They 
should be kept in place by light bandages. After the cotton 
is all placed the whole joint must be well bandaged, but not 
above the injury. The bandage should be changed every 
day and the joint rubbed toward the heart a little each time 
to assist the circulation. This treatment of the sprain will 
not leave a stiff joint, if properly carried out. 

CUTS AND BRUISES. 

Wounds received on the athletic field are usually of two 
kinds : 

First, punctured wounds, such as those caused by spikes 
and the breaking of wires in a mask. 

Second, bruises caused by blows with rough objects or 

by falls. 
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The first thing to do with a punctured wound is to cleanse 
it thoroughly with water and antiseptic wash, preferably 
bichloride of mercury in the proportion of 1 to 5,000. The 
wound should then be dressed and the performance repeated 
daily, care being observed to keep the wound open until it 
has begun to heal. Lockjaw may result if the wound is 
allowed to close before being thoroughly free from conta- 
gion. Spike wounds are especially dangerous and usually 
occur on the legs and other parts of the body in constant 
use. Absorbent cotton may be used to keep the wound 
clean. It should be fastened to the part by strips of ad- 
hesive plaster. 

Bruises caused by baseballs, collisions, and falls on the 
hard surface of a running track should first be treated in 
the same manner as a cut, if the skin is broken. If the 
skin is not broken, cloths wrung out of hot water should be 
applied, preferably with a dry cloth between the skin and 
the wet cloth. This tends to keep the blood in circulation. 

HEAT EXHAUSTION OR PROSTRATION. 

Another occurrence, extremely rare in the Philippine 
Islands, is heat exhaustion caused primarily by excessive 
heat or overexertion, excitement, and in some instances by 
exercise in the sun. When an athlete is subject to attacks 
of this nature, he should avoid prolonged exposure to the 
sun's rays and should take his exercise in the evening just 
before sunset. Cold baths daily, the drinking of large quan- 
tities of cool water, and the betterment of living conditions 
will assist greatly in preventing such attacks. 

In attacks of this nature the skin is hot and dry. The 
patient should be removed to the nearest shade and cold 
water should be poured over the head, neck, chest, and back, 
keeping the head higher than the rest of the body. If abla 
to swallow he should be given drinks of cold water, but no 
alcoholic stimulants. If merely prostrated by exhamtion 
or excitement, the hands and feet should be rubbed to re- 
store circulation and warm water may be used. A warm 
bath followed by a short cold shower or dash of cold water 
will be found very exhilarating and reviving in such cases. 
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GENERAL. 

In general, it may be said that the athletic field is a place 
where the greatest care should be observed by coaches and 
trainers in avoiding accidents and high nervous tension. 
The athlete should be coached to regard his athletic training, 
as he v^ould in other activities, to be cool, calm, collected, 
and only put forth his supreme effort when it is called for 
in actual event. A supply of iodine, bichloride of mercury, 
absorbent cotton, and antiseptic bandages should be a part 
of every trainer's, and if possible, every athletes's equip- 
ment. When called upon the trainer should be able to apply 
any of the simple, first-aid remedies suggested here. One 
great principle should be kept in mind: "An ounce of pre- 
vention is worth a pound of cure,'' and athletes should be 
coached accordingly. 

THE PliAYGROUND MOVEMENT. 

The playground movement in the Philippines has been 
almost entirely conceived and executed by the Bureau of 
Education. A number of old Spanish type buildings were 
utilized for the housing of the public schools when they were 
first opened immediately after the American occupation. 
Practically all such buildings faced the public plaza and 
were located on the street, flush with the inner curb line 
with little or no adjoining land belonging to the school. 

During the past several years the Bureau of Education has 
been engaged in a campaign for larger and more adequate 
school sites in order to provide ample room for all buildings, 
for garden purposes, for playground, and for other school 
activities. The standard school site for barrio schools is 
5,000 square meters, and for central school sites it is 10,000 
square meters. Since each standard school site is large 
enough to provide an ample playground, it will be seen that 
the number of sites acquired will quite faithfully indicate the 
extent of the permanent playground movement. On April 1, 
1913, the Bureau of Education was in possession of a total of 
1,032 standard sites. The fact that 244 of these sites were 
secured during the 1911-12 school year, and 563 during 
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the 1912-13 school year, shows that this matter had been 
overlooked prior to the year 1911. 

In addition to the schools provided v^ith permanent play- 
grounds, a large number of schools have the use of ample 
plots of land for playground purposes, the public plaza 
being utilized for this purpose in a number of barrios and 
municipalities. In Manila, the sunken gardens, made by 
filling in the old moat surrounding the walled city, and 
Wallace Field, facing the Luneta, are also available for 
playground use by public school pupils. The city has estab- 
lished a playground in connection with the Tondo Inter- 
mediate School, and stands committed to the playground 
policy. 

In the Bureau of Education there are 39 schools that are 
provincial in character, 36 of which are provincial high 
schools. These schools are generally located on sites large 
enough to furnish ample playgrounds. A baseball field, a 
quarter-mile running track, and courts for tennis and group 
games are found in connection with the majority of these 
schools. Twenty-eight of them are supplied with baseball 
grounds belonging to the school plant; 21 have good running 
tracks ; 12 have inclosed athletic fields ; and 8 are supplied 
with grand stands. 

HINTS ON TRAINING. 

1. Always warm up slowly, and when finished cool off 
gradually. 

2. Stop practice before you are exhausted. 

3. Dress lightly for practice or competition, but put on 
warm clothing at once when you have finished. 

4. Practice regularly; a little each day, if possible. 

5. Have regular hours for eating and sleeping. 

6. Don't smoke. 

training schedule. 

WARMING-UP PROGRAM. 

(a) Take a dozen steps, rising slightly on the toes at each step. 
(6) Trot a dozen steps. Repeat, swinging the arms at the sides, 
(c) Trot 30 steps, lifting the knee well at each step. Repeat, 
lifting the heels high. 
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(d) Take several deep breaths. Now trot 50 steps at a good 
swinging pace, then walk 50. 

(e) Breathe deeply. Always do this, no matter what your event 
may be. 

FOR RUNNERS. 

(a) Warm up; never fail to do this. 

(6) Practice five or six starts. Before taking the line, trot a 
dozen steps up the track and back. On the start, run at full speed 
about 20 yards; slow up gradually and walk back to the line. 

(c) Wait a minute; take a few deep breaths; trot a few steps 
and repeat the start, running a few yards further than before. After 
two or three trials, put as much speed as possible into start, run 
moderately for a few yards, and finish at top speed. 

(d) Once a week run full distance at top speed. This may be 
done oftener for distance under 100 yards. 

(e) Always end practice by walking about until breathing be- 
comes nearly normal; then take a rub down and dress. 

FOR JUMPERS. 

(a) Warm up. 

(h) Devote a large part of the practice to getting the "take off" 
properly. 

(c) Decide which foot you will jump from, then starting on thi? 
foot from the "take off" run back six, eight, or some even number 
of strides and make a mark where you strike on your last stride. Let 
your jumping foot strike this mark in the run to the "take off." Run 
with the natural stride until the last two paces, which may be 
lengthened a few inches. If you do not hit the take off right, move 
your starting mark backward or forward by just the distance that 
you go over or fall short. Some jumpers have two marks. This is 
often helpful; the first mark serving as a guide to bring the jumper 
to the second mark on the proper stride. 

(d) At first try easy jumps, raising the knee quickly and as high 
as possible when the jump is being made. Practice this until you 
learn how to land and to control your body while in the air. 

(e) Do not try for height or distance in the high and broad jump 
more than once or twice a week, and take a good rub down and 
dress quickly when you have finished practicing. 

FOR SHOT PUTTERS. 

(a) Warm up by swinging the arms, bending the body and spring- 
ing forward, at the same time giving the body a sharp turn forward 
and to the right. 

(6) Practice should be done from a stand so as to get the spring 
with the legs, the turn and lunge of the body and the heave with 
the shoulders. 
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(c) Before making a put always limber the muscles of the arm 
and shoulder by stretching the arm up to its full length. 

(d) Use a light shot until the fundamental motions are mastered. 

FOR HURDLERS. 

(a) Warm up and practice starts the same as for running. 
(6) Practice with one hurdle at first to get the stride and to 
overcome any hesitancy in taking the hurdle. 

(c) Go no higher than is necessary in clearing the hurdle. Both 
time and strength may be saved in this way. 

(d) Later practice with two or three hurdles, aiming to get a 
uniform stride between the hurdles and to maintain a good balance. 
A good preliminary exercise is to raise the legs alternately, bringing 
the knees to the level of the armpit. 

(e) Once or twice a week take the full number oi hurdles for 
time. 

TROPHIES. 

An athletic trophy should be artistic, substantial, and ap- 
propriate. It need not be expensive but should not offend 
good taste by being flimsy and cheap in appearance. An 
athlete should prefer to have his own name or that of his 
team on an appropriate trophy for the championship of a 
large group, rather than to acquire a number of cheap ones 
possessing little significance. 

Committees in charge of meets should bear this in mind, 
and in case funds are not available to award a suitable 
trophy each year, an appropriate prize may be obtained to 
extend over a period of years, each succeeding winner hold- 
ing possession in turn. At the end of the period, the trophy 
will belong to the school having won it the most times. 

ATHLETIC COURTESY. 

It is expected that every person connected with the Bureau 
of Education will do everything in his power to insure clean 
and gentlemanly sport. Much of the value of athletics is 
lost when contests are marked by exhibitions of bad feeling 
and discourteous conduct. The following statements are 
recommended to the consideration of all: 

1. The rules of the game are to be regarded as mutual 
agreements, the spirit or letter of which one should no sooner 
try to evade or break than he would any other agreement 
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between gentlemen. The stealing of advantage in sport is 
to be regarded in the same way as stealing of any other 
kind. 

2. Visiting teams are to be honored guests of the home 
team, and all their mutual relations are to be governed by 
the spirit which is understood to guide in such dealings. 

3. No action is to be taken or course of conduct pursued 
which would seem ungentlemanly or dishonorable if known 
to one's opponent or to the public. 

4. No advantages are to be sought over others except 
those which are understood to show superiority in the 
game. 

5. Officers and opponents are to be regarded and treated 
as honest in intention. When question arises where officers 
are apparently dishonest or incompetent, and the attitude of 
opponents is questionable, the matter should be referred to 
proper authority where the case will be adjusted and such 
disciplinary action taken as may be necessary. 

6. Decisions of officials are to be abided by, even when 
they seem to be unfair. 

7. Ungentlemanly or unfair means are not to be practiced, 
even when they are used by opponents. 

8. Good points in others should be appreciated and suit- 
able recognition given. 

9. Cheer when you win. Cheer when you lose. It is the 
proper and gentlemanly thing to give a rousing cheer for 
successful opponents. 

10. A protest is a proper complaint made in a gentle- 
manly, business-like manner. It is based upon reason and 
fact, and always receives consideration. Unreasonable com- 
plaints, loud talking, and threatening demonstrations are 
entirely out of place and should not be tolerated in any 
athletic contest. 

11. Managers, coaches, or competitors found guilty of 
gambling on the results of a contest will be subject to severe 
disciplinary action by the Director of Education. 

12. Teachers and pupils alike should be quick to obey 
requests to keep back of the lines at all games and contests, 
unless they have duties that make their presence within the 
lines necessary. 

117410 7 
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COMPARISON OF RECORDS. 

Since the publication of the first edition of the Athletic Handbook 
almost all of the interscholastic records have been broken. At the 
interscholastic meet held during the 1913 Philippine Carnival, every 
record was broken with the exception of the high jump, the 220-yard 
low hurdles, and the shot put. On account of the unsatisfactory 
condition of the ground, the height of 5 feet 4i inches actually made 
by Margarito Torralba, of Bohol, in the high jump could not be 
allowed. 

The following shows the comparison between the Philippine inter- 
scholastic, the American interscholastic, and the world's records in 
the events included in this book: 



Events. 



Best records for 
the world. 



American interscho- 
lastic. 



Philippine inter- 
scholastic. 



50-yard dash_- 
100-yard dash. 
220-yard dash. 
440-yard dash. 
880-yard run.. 



1-mile run 

2-mile run 

120-yard high hurdles . 

220-yard low hurdles. 

Running high jump.. 

Running broad jump.. 

Pole vault 

Shot put: 

12 pounds 

16 pounds - --- 

Hammer throw 

Relay race: 

i mile 

1 mile 

Baseball throw _- 



5| seconds 

9| seconds 

21i seconds — 

47 seconds 

1 minute 52| seconds . 

4 minutes 15| seconds 
9 minutes 25| seconds 

15i seconds 

23| seconds _ 

6 feet 5| inches 

24 feet 7i inches 

12 feet lOl inches 



57 feet 3 inches . _ 

51 feet 

207 feet7f inches - 



5| seconds ._-. 

9| seconds 

21f seconds 

50| seconds 

1 minute 57f seconds _ 

4 minutes 26^ seconds 
9 minutes 57f seconds 
15| seconds 

25 seconds 

6 f eet 2i inches 

23feet5 inches- 

12 feet 1 inch ._. 



52feet._.. 

i97"feet'i'inch". 



3 minutes 18| seconds 
135§ yards 



3 minutes 27^ seconds 



5f seconds. 
lOf seconds. 
23 seconds. 
54| seconds. 
2 minutes 13i sec- 
onds. 
5 minutes 26 seconds. 



28 seconds. 
5 feet 32 inches. 
20 feet 2 J inches. 
10 feet 6| inches. 

45 feet 111 inches. 



1 minute 41 seconds. 
3 minutes 45 seconds. 



PRICE-IilST OF EQUIPMS3NT. 

Baseball (complete equipment). 

Balls per dozen.... 

Bats, standard each.... 

Gloves do 

Mitts do 

Masks do 

Chest protectors .,. do 

Bases do 

Homes plates do 

Shoes per pair... 



f=21.60 to ^36.00 



.25 to 


2.00 


.60 to 


8.00 


.60 to 


16.00 


.60 to 


8.00 


6.00 to 


20.00 


8.00 to 


12.00 


10.00 to 


20.00 


5.50 to 


15.00 



99 

Indoor baseball (complete equipment). 

Balls (2) each.- M.OO 

Bats (4) do 1.00 

Bases do ^8.00 to 12.00 

Home plate do 10.00 to 20.00 

Indoor baseball (limited equipment). 

Balls (2) each.... «.00 

Bats (4) do 1.00 

Basket ball. 

Ball (1) each... M.OO to M4.00 

Rings (2) with nets do 9.00 

Volley ball. 

Ball (1) each.... f^B.OO to M.OO 

Net (1) do 2.00 to 16.00 

Tennis. 

Net (1) each.... «.00 to T16.0Q 

Rackets do 5.00 to 16.00 

Balls do 1.00 to 1.20 

WORKING BIBLIOGRAPHY. 

A suggested list of various books, directions, and author- 
ities on the subject of school athletics with prices. It is 
believed that this list will be especially helpful to those in 
charge of school athletics or those interested in the fur- 
therance of an athletic program of any sort. 

ATHLETICS. 

Practical Field & Track Athletics. John Graham & Ellery 

Clark. Duffield & Co., New York $2.00 

Track Athletics in Detail. Lee. Harper Bros., N. Y 2.50 

Athletic and Outdoor Sports for Women. Lucille Hill. Welles- 
ley College, Wellesley, Mass 2.00 

America's National Game, Base Ball. Roensch, Manila 2.00 

MARCHING. 

Manual of Marching. Geo. Cornell. Seminar Publishing Co., 

Springfield, Mass 2.00 
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CALISTHENICS AND GYMNASTICS. 

Gymnastic Exercises for Elementary Schools. Harriet E. 
Trank. Supplemented by Fancy Steps and Games. Christo- 
pher Sower Co., Philadelphia $1.34 

School Gymnastics. Harriet E. Trank. Christopher Sower 

Co., Philadelphia 1.34 

Teaching of Elementary School Gymnastics. American Phys- 
ical Education Association, Springfield, Mass 2.00 

School Gymnastics, Card System. Nissen Publishing Depart- 
ment. F. A. Bassette Co., Springfield, Mass 2.00 

School Gymnastics — Free Hand. Jessie Bancroft. E. L. Kel- 
logg Co., New York 2.00 

Home Dumb Bell Drill. Roberts 20 

Hygienic Dumb Bell Drill. McCurdy. American Physical 

Education Association, Springfield, Mass 20 

GAMES, PLAYS, AND GYMNASTIC DANCES. 

Education by Play and Games. Johnson 1.50 

200 Games and Pastimes. Lucas 4.00 

What to do at Recess. Johnson. American Physical Education 

Association, Springfield, Mass 50 

Folk Dances and Games. Caroline Crawford, New York. 

A. S. Barnes and Co., 1908 3.00 

Dance Songs of the Nations. Duryea. John Church & Co., 

New York 2.00 

Folk Games and Dances (popular). Mari. R. Hofer. A. 

Flanagan & Co., Chicago - 1.50 

One Hundred and Fifty Gymnastic Games. Ethel Perrin and 

others. Boston Normal School of Gymnastics 2.06 

Gymnastic Stories and Plays for Primary Schools. Rebecca 

Stoneroad. D. C. Heath & Co., Boston 50 

Educational Gymnastic Play for Little Folks. Fanny L. 

Johnson and Jennie N. Colby. Educational Publishing 

Co., Boston, New York, Chicago, San Francisco 2.00 

HYGIENE AND HEALTH. 

Wider Use of the School Plant. Perry 2.50 

Medical Inspection of Schools. Gulick & Ayres. American 

Physical Education Association, Springfield, Mass 2.00 

Accidents and Emergencies. D. M. Dulles. Blakestons & Co., 

Philadelphia, Pa 2.00 

Note. — These prices are given in United States currency. 
To change to Philippine currency, multiply by 2. 
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PLAYING RULES. 



BASEBAIili. 



Rule 1. — The baU ground. 

The ball ground should be inclosed. To obviate the necessity for 
ground rules, the shortest distance from a fence or stand on fair 
territory to the home base should be 235 feet; and from home base 
to the grand stand or back stop, 90 feet. 

Rule 2. — To lay off the field. 

To lay off the lines defining the location of the several bases, the 
catcher's and the pitcher's positions, and to establish the boundaries 
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required in playing the game of baseball, the diagram should be con- 
sulted. 

Rule 3.— The ball. 

Section 1. The ball must weigh not less than 5 nor more than 
6i ounces avoirdupois, and measure not less than 9 nor more than 
9i inches in circumference. 

Sec. 2. The umpire must be furnished with two baseballs and when 
one is lost or damaged he will be supplied with additional baseball^ 
so that provision will at all times be made for one ball in play and 
an alternate in the possession of the umpire. 

Sec. 3. The alternate ball in the possession of the umpire shall not 
be put in play if the ball previously in play is batted or thrown out 
of the ground or into a stand, until the base runners have completed 
the circuit of the bases or have taken the total number of bases al- 
lowed them according to the ground rules. 

Rule 4. — Discoloring the ball. 

Intentional discoloring or damaging of ball is forbidden. A dam- 
aged or discolored ball will be replaced by another official ball upon 
the request of the captain of the opposing team. 

Rule 5. — Reserve balls on field. 

The organization or association should have at least 12 regulation 
balls of the kind determined upon by the association for the year on 
the field at the beginning of a game ready for the call of the umpire. 

Rule 6,— The bat. 

The bat must be round, not over 2 1 inches in diameter at the 
thickest part, nor more than 42 inches in length, and entirely of 
hardwood, except that for a distance of 18 inches from the end twine 
may be wound around or a granulated substance applied to the handle. 

Rule 7. — Number of players in a game. 

The players of each team, actively engaged in a game at one time, 
shall be nine in number, one of whom shall act as captain; and in no 
case shall more or less than nine men be allowed to play on a side in 
a game. 

Rule 8. — Positions of the players. 

The players may be stationed at any points of the field their captain 
may elect, regardless of their respective positions, except that the 
pitcher, while in the act of delivering the ball to the bat, must take 
his position as hereinafter defined, and that the catcher must be 
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within the lines of his position as shown on diagram and within 10 
feet of home base whenever the pitcher delivers the ball to the bat. 

Rule 9. — Must not mingle with spectators. 

Players in uniform shall not be permitted to occupy seats in the 
stands or mingle with the spectators. 

Rule 10. — Uniforms of the players. 

Players of each team should wear a distinctive uniform. No 
player shall attach anything to the soles or heels of his shoes other 
than the ordinary baseball shoe plates. 

Rule 11. — Size and weight of gloves. 

The catcher or first baseman may wear a glove or mitt of any size, 
shape, or weight. Every other player is restricted to the use of a 
glove or mitt weighing not over 10 ounces and measuring not over 
14 inches around the palm. 

Rule 12. — Players^ benches. 

Players* benches should be a part of the equipment of the athletic 
field. They should have a roof over them and players must stay on 
their own bench when not actually participating in the game. The 
disregard of orders from the umpire to this effect may lead to de- 
barring the player from further participation in the game at the 
discretion of the umpire. 

Rule 13. — A regulation game. 

Every championship game must be commenced not later than two 
hours before sunset and shall continue until each team has had seven 
innings: Provided, however, That the game shall terminate: 

1. If the side at bat scores less runs in seven innings than the other 
side has scored in six innings. 

2. If the side last at bat in the seventh inning scores the winning 
run before the third man is out. 

3. If the game be called by the umpire on account of darkness, 
rain, fire, panic, or for other cause which puts patrons or players in 
peril. 

Rule 14. — Extra-inning games. 

If the score be a tie at the end of seven innings for each team, 
play shall be continued until one side has scored more runs than the 
other in an equal number of innings: Provided, That if the side last 
at bat scores the winning run before the third man is out in any 
inning after the seventh the game shall terminate. 
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Rule 15. — Drawn games, 

A drawn game shall be declared by the umpire if the score is equal 
on the last even inning played when he terminates play after five 
or more equal innings have been played by each team. But if the 
side that went second to bat is at bat when the game is terminated 
and has scored the same number of runs as the other side, the umpire 
shall declare the game drawn without regard to the fecore of the last 
equal inning. 

Rule 1Q,— Called games. 

If the umpire calls a game at any time after five innings have 
been completed, the score shall be that of the last equal inning played, 
except that if the side second at bat shall have scored in an unequal 
number of innings, or before the completion of the unfinished inning, 
at least one run more than the side first at bat, the score of the game 
shall be the total number of runs each team has made. 

Rule 17. — Forfeited games, 

A forfeited game shall be declared by the umpire in favor of the 
club not in fault, in the following cases: 

Section 1. If the team of an organization fail to appear upon the 
field, or being upon the field, refuse to begin a game for which it is 
scheduled or assigned within five minutes after the umpire has called 
"Play" at the hour for the beginning of the game, unless such delay in 
appearing or in commencing the game be unavoidable. 

Sec. 2. If, after the game has begun, one side refuse to continue 
to play, unless the game has been suspended or terminated by the 
umpire. 

Sec. 3. If, after play has been suspended by the umpire, one side 
fails to resume playing in one minute after the umpire has called 
"Play." 

Sec. 4. If a team employs tactics palpably designed to delay the 
game. 

Sec. 5. If, after warning by the umpire, any one of the rules of 
the game be willfully and persistently violated. 

Sec. 6. If the order for the removal of a player be not obeyed 
within one minute. 

Sec. 7. If, because of removal of players from the game by the 
umpire, or for any cause, there be less than nine players on either 
team. 

Sec. 8. If, when two games are scheduled to be played in one after- 
noon, the second game be not commenced within ten minutes of the 
time of the completion of the first game. The umpire of the first 
game shall be the timekeeper. 

Sec. 9. In case the umpire declare the game forfeited, he shall 
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transmit a written report thereof to the president of the organization 
within twenty-four hours thereafter. However, a failure on the part 
of the umpire to so notify the president shall not affect the validity 
of his award of the game by forfeiture. 

Rule 18. — No game, 

"No game" shall be declared by the umpire if he terminated play 
before five innings are completed by each team: Provided, however, 
That if the club second at bat shall have made more runs at the end of 
its fourth inning than the club first at bat has made in five completed 
innings of a game so terminated, the umpire shall award the game 
to the club having made the greater number of runs, and it shall 
count as a legal game in the championship record. 

Rule 19. — Substitutes. 

Section 1. Each side shall be required to have a sufficient 
number of substitute players, in uniform, so that no less than nine 
players shall occupy the field in any inning of the game. 

Sec. 2. Any such substitute may at any stage of the game take 
the place of a player whose name is in his team's batting order, 
but the player whom he succeeds shall not thereafter participate in 
that game. 

Sec. 3. A base runner shall not have another player whose name 
appears in the batting order of his team run for him, except by 
consent of the captain of the other team. 

Rule 20. — Choice of innings — Fitness of field for play. 

The choice of innings shall be decided by lot, and the umpire shall 
be the sole judge of the fitness of the field for play. 

Rule 21. — The pitching rules — Delivery of the hall to the bat. 

Preliminary to pitching, the pitcher shall take his position facing 
the batsman with both feet squarely on the ground and in front of 
the pitcher's plate; and in the act of delivering the ball to the bat 
he must keep one foot in contact with the pitcher's plate. He shall 
not raise either foot until in the act of delivering the ball to the 
bat, nor make more than one step in such delivery. 

Rule 22. — A fairly delivered ball. 

A fairly delivered ball is a ball pitched or thrown to the bat by the 
pitcher while standing in his position and facing the batsman that 
passes over any portion of the home base before touching the ground, 
not lower than the batsman's knees nor higher than his shoulder. 
For every such fairly delivered ball the umpire shall call one strike. 
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Rule 23. — An unfairly delivered ball. 

A pitched ball not fairly delivered shall be called one ball, unless 
struck at by the batsman. 

Rule 24. — Delaying the game. 

Section 1. If, after the batsman be standing in his proper position 
ready to strike at a pitched ball, the ball be thrown by the pitcher 
to any player other than the catcher when in the catcher's lines and 
within 10 feet of the home base (except in an attempt to retire a 
base runner), each ball so thrown shall be called a ball. 

Sec. 2. The umpire shall call a ball on the pitcher each time he 
delays the game by failing to deliver the ball to the batsman for a 
longer period than twenty seconds, excepting that at the commence- 
ment of each inning, or when a pitcher relieves another, the pitcher 
may occupy one minute in delivering not to exceed five balls to the 
catcher or an infielder, during which time play shall be suspended. 

Sec. 3. In event of the pitcher's being taken from the game by 
either manager or captain, the player substituted for him shall con- 
tinue to pitch until the batsman then at bat has either been put out 
or has reached first base. 

Rule 25. — Balking. 

A balk shall be: 

Section 1. Any motion made by the pitcher while in position to 
deliver the ball to the bat without delivering it, or to throw to first 
base when occupied by a base runner without completing the throw. 

Sec. 2. Throwing the ball by the pitcher to any base to catch the 
base runner without stepping directly toward such base in the act 
of making such throw. 

Sec. 3. Any delivery of the ball to the bat by the pitcher while 
either foot is back of the pitcher's plate. 

Sec. 4. Any delivery of the ball to the bat by the pitcher while he 
is not facing the batsman. 

Sec. 5. Any motion in delivering the ball to the bat by the pitcher 
while not in the position defined by Rule 21. 

Sec. 7. Making any motion to pitch while standing in his position 
without having i^e ball in his possession. 

Sec. 8. Making any motion of the arm, shoulder, hip, or body which 
the pitcher habitually makes in his method of delivery, without im- 
mediately delivering the ball to the bat. 

Sec. 9. Delivery of the ball to the bat when the catcher is standing 
outside the lines of the catcher's position. 

Rule 26. — Dead ball. 

A dead ball is a ball delivered to the bat by the pitcher, not 
struck at by the batsman, that touches any part of the batsman's 
person or clothing while he is standing in his position, or that before 
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passing or getting beyond the control of the catcher touches any part 
of the clothing or person of the umpire while he is on foul ground. 

Rule 27. — Ball not in play. 

In case of a foul strike, foul hit ball not legally caught, dead ball, 
interference with the fielder or batsman, or a fair-hit ball touching 
a base runner or umpire, the ball shall not be considered in play 
until it be held by the pitcher standing in his position and the 
umpire shall have called *Tlay." 

Rule 28. — Block balls. 

Section 1. A block is a batted or thrown ball that is touched, 
stopped, or handled by a person not engaged in the game. 

Sec. 2. Whenever a block occurs the umpire shall declare it, and 
base runners may run the bases without liability to be put out until 
the ball has been returned to and held by the pitcher in his position. 

Sec. 3. If the person not engaged in the game should retain posses- 
sion of a blocked ball, or throw or kick it beyond the reach of fielders, 
the umpire shall call "Time" and require each base runner to stop at 
the base last touched by him until the ball be returned to the pitcher 
in his position and the umpire shall have called "Play." 

Rule 29. — The batsman's rules. — The batsman's position. 

Each player of the side at bat shall become the batsman and must 
take his position within the batsman's lines in the order that his name 
appears in his team's batting list. 

Rule 30. — The order of batting. 

Section 1. The captain of each team must deliver his batting order 
to the umpire or scorekeeper previous to the beginning of the game. 

Sec. 2. Substitutes will take the place of a retired player in the 
batting order. 

Sec. 3. The pitcher announced at the beginning of a game must 
continue to pitch until the first batsman has been put out or has 
reached first base. 

Rule 31. — First batsman in an inning. 

After the first inning the first striker in each inning shall be the 
batsman whose name follows that of the last man who completed his 
"time at bat" in the preceding inning. 

Rule S2.— Fielder has right of way. 

The players of the side at bat must speedily abandon their bench 
and hasten to another part of the field when by remaining upon or 
near it they or any of them would interfere with a fielder m an 
attempt to catch or handle a thrown or a batted ball. 
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Rule 33. — Fair, foul, and bunt hits and foul tip, 

A fair hit is a legally batted ball that settles on fair ground between 
home and first base or between home and third base, or that is on 
fair ground when bounding to the outfield past first or third base, or 
that first falls on fair territory beyond first or third base, or that 
while on or over fair ground, touches the person of the umpire or a 
player while on fair ground. 

A foul hit is a legally batted ball that settles on foul territory 
between home and first base or home and third base, or that bounds 
past first or third base on foul territory, or that falls on foul territory 
beyond first or third base, or that touches the person of the umpire 
while on or over foul ground, or of a player while on foul ground. 

A foul tip is a ball batted by the batsman while standing within 
the lines of his position that goes sharp and direct from the bat to 
the catcher's hands and is legally caught. 

If the attempt to bunt result in a foul not legally caught, a strike 
shall be called by the umpire. 

Rule 34. — Strikes. 

A strike is: 

Section 1. A pitched ball struck at by the batsman without its 
touching the bat. 

Sec. 2. A fair ball legally delivered by the pitcher at which the 
batsman does not strike. 

Sec. 3. A foul-hit ball not caught on the fly, unless the batsman 
has two strikes. 

Sec. 4. An attempt to bunt which results in a foul not legally 
caught. 

Sec. 5. A pitched ball at which the batsman strikes but misses and 
which touches any part of his person. 

Sec. 6. A foul tip held by the catcher while standing within the 
lines of his position. 

Rule 35. — An illegally batted ball. 

An illegally batted ball is a ball batted by the batsman when either 
or both of his feet are upon the ground outside the lines of the bats- 
man's position. 

Rule 36. — When batsman is out. 

The batsman is out; 

Section 1. If he fail to take his position at the bat in the order 
in which his name appears on the batting list, unless the error be 
discovered and the proper batsman replace him before he becomes 
a base runner, in which case the balls and strikes called must be 
counted in the time "at bat" of the proper batsman. But only the 
proper batsman shall be declared out and no runs shall be scored of 
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bases run because of any act of the improper batsman: Provided, 
This rule shall not be enforced unless the out be declared before 
the ball be delivered to the succeeding batsman. Should the batsman 
declared out under this section be the third man out and his side 
be thereby put out, the proper batsman in the next inning shall be 
the player who would have come to bat had the players been put 
out by ordinary play in the preceding inning. 

Sec. 2. If he fail to take his position within one minute after the 
umpire has called for the batsman. 

Sec. 3. If he make a foul hit other than a foul tip as defined in 
Rule 46, and the ball be momentarily held by a fielder before touching 
the ground. 

Sec. 4. If he make a foul strike. 

Sec. 5. If he attempt to hinder the catcher from fielding or throw- 
ing the ball by stepping outside the lines of the batsman's position, 
or in any way obstructing or interfering with that player. 

Sec. 6. If, while first base is occupied by a base runner, three 
strikes be called on him by the umpire, unless two men are already out. 

Sec. 7. If, while attempting a third strike, the ball touch any part 
of the batsman's person, in which case base runners occupying bases 
shall not advance. 

Sec. 8. If, before two men are out, while first and second, or first, 
second, and third bases are occupied, he hit a fly ball, other than a 
line drive, that can be handled by an infielder. In such case the 
umpire shall, as soon as the ball be hit, declare it an infield or out- 
field hit. 

Sec. 9. If he step from one batsman's box to the other after the 
pitcher has taken his position. 

Rule 37. — Base running rules — legal order of bases. 

The base runner must touch each base in the proper order; 
namely, first, second, third, and home bases; and when returning 
while the ball is in play must retouch the base or bases in reverse 
order. No base runner shall score a run ahead of the man imme- 
diately preceding him in the batting order. 

Rule 38. — When a batsman becomes a base runner. 

The batsman becomes a base runner : 

Section 1. Instantly after he makes a fair hit. 

Sec. 2. Instantly after "four balls" have been called by the 
umpire. 

Sec. 3. Instantly after "three strikes'' have been declared by the 
umpire. 

Sec. 4. If, without making any attempt to strike at the ball, 
his person or clothing be hit by a pitched ball unless, in the opinioii 
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of the umpire, he plainly makes no effort to get out of the way of the 
pitched ball. 

Sec. 5. If the catcher interfere with him or prevent him from 
striking at a pitched ball. 

Rule 39. — Entitled to bases. 

The base runner shall be entitled, without liability to be put 
out, to advance a base in the following cases : 

Section 1. If, while the batsman, he becomes a base runner by 
reason of "four balls'^ or for being hit by a pitched ball, or for being 
interfered with by the catcher in striking at a pitched ball, or if a 
fair-hit ball strike the person or clothing of the umpire or a base 
runner on fair ground. 

Sec. 2. If the umpire awards to a succeeding batsman a base on 
four balls, or for being hit by a pitched ball, or being interfered with 
by the catcher in striking at a pitched ball and the base runner be 
thereby forced to vacate the base held by him. 

Sec. 3. If the umpire call a "balk." 

Sec, 4. If a ball delivered by the pitcher pass the catcher and 
touch the umpire or any fence or building within 90 feet of the home 
base. 

Sec. 5. If he be prevented from making a base by the obstruction 
of a fielder, unless the latter have the ball in his hand ready to 
touch the base runner. 

Sec. 6. If the fielder stop or catch a batted ball with his cap, glove, 
or any part of his uniform, while detached from its proper place 
on his person, the runner or runners shall be entitled to three bases. 

Sec. 7. If a thrown or pitched ball strike the person or clothing of 
an umpire on foul ground, the ball shall be considered in play and 
the base runner or runners shall be entitled to all the bases they 
can make. 

Rule 40. — Returning to bases. 

The base runner shall return to his base without liability to be 
put out: 

Section 1. If the umpire declares a foul not legally caught. 

Sec. 2. If the umpire declares a foul strike. 

Sec. 3. If the umpire declares a dead ball, unless it be also the 
fourth unfair ball, and he be thereby forced to take the next base, 
as provided in Rule 39, section 2. 

Sec. 4. If the person or clothing of the umpire interfere with 
the catcher in an attempt to throw, or the umpire be struck by 
a ball thrown by the catcher or other fielder to intercept a base 
runner. 

Sec. 5. If a pitched ball at which the batsman strikes but misses 
touch any part of the batsman *s person. 
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Sec. 6. If the umpire be struck by a fair-hit ball before it touches 
a fielder; in which case no base shall be run unless necessitated by the 
batsman becoming a base runner, and no run shall be scored unless 
all the bases are occupied. 

Sec. 7. If the umpire declares the batsman or another base runner 
out for interference. 

Sec. 8. In any and all of these cases the base runner is not 
required to touch the intervening bases in returning to the base he 
is legally entitled to. 

Rule 41. — When base runners are out. 

The base runner is out: 

Section 1. If, after three strikes have been declared against him 
while the batsman, the third-strike ball be not legally caught and 
he plainly attempts to hinder the catcher from fielding the ball. 

Sec. 2. If, having made a fair hit while batsman, such fair-hit ball 
be momentarily held by a fielder before touching the ground or any 
object other than a fielder: Provided, It be not caught in a fielder's 
hat, cap, protector, pocket, or other part of his uniform. 

Sec. 3. If, when the umpire has declared "three strikes" on him 
while the batsman, the third-strike ball be momentarily held by a 
fielder before touching the ground: Provided, It be not caught in a 
fielder's cap, protector, pocket, or other part of his uniform, or touch 
some object other than a fielder before being caught. 

Sec. 4. If, after three strikes or fair hit, he be touched with the 
ball in the hand of a fielder before he shall have touched first base. 

Sec. 5. If, after three strikes or a fair hit, the ball be securely 
held by a fielder while touching first base with any part of his person 
before such base runner touch first base. 

Sec. 6. If, in running the last half of the distance from home base 
to first base, while the ball is being fielded to first base, he run 
outside the 3-foot lines, unless he do so to avoid a fielder attempting 
to field a batted ball. 

Sec. 7. If, in running from first to second base, from second to 
third base, or from third to home base, he run more than 3 feet from 
a direct line between a base and the next one in regular or reverse 
order to avoid being touched by a ball in the hands of a fielder. But 
in case a fielder be occupying a base runner's proper path in attempt- 
ing to field a batted ball, then the base runner shall run out of direct 
line to the next base and behind said fielder and shall not be declared 
out for so doing. 

Sec. 8. If he fail to avoid a fielder attempting to field a batted 
ball, in the manner described in sections 6 and 7 of this rule, or in 
any way obstruct a fielder in attempting to field a batted ball, or 
intentionally interfere with a thrown ball: Provided, That if two or 
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more fielders attempt to field a batted ball, and the base runner come 
in contact with one or more of them, the umpire shall determine 
which fielder is entitled to the benefit of this rule, and shall not decide 
the base runner out for coming in contact with a fielder other than 
,the one the umpire determines to be entitled to field such batted ball. 

Sec. 9. If, at any time while the ball is in play, he be touched by 
the ball in the hands of a fielder, unless some part of his person be 
touching the base he is entitled to occupy: Provided, however, That 
the ball be held by the fielder after touching him, unless the base 
runner deliberately knock it out of his hand. 

Sec. 10. If, when a fair or a foul hit ball is caught by a fielder, 
the base runner does not return to his base and retouch it before he 
takes the next base or bases. If such legally caught ball be played 
to the baseman before the base runner retouch the base occupied 
by him when the ball is caught, and, with the ball in his possession, 
the baseman touch the base or the base runner before he retouches 
the base, the base runner is out; but if the base runner in attempting 
to reach the base detach it from its fastening before he is forced 
out, he shall be declared safe. 

Sec. 11. If, when the batsman becomes a base runner, the first 
base, or the first and second bases, or the first, second, and third 
bases be occupied, any base runner so occupying a base shall cease to 
be entitled to hold it, and may be put out at the next base in the same 
manner as in running to first base, or by being touched with the ball 
in the hands of a fielder at any time before any base runner following 
him in the batting order be put out, unless the umpire should decide 
the hit of the batsman to be an infield fly. 

Sec. 12. If a fair-hit ball strike him before touching a fielder, 
and in such case no bases shall be run unless necessitated by the 
batsman's becoming a base runner, but no run shall be scored or 
any other base runner put out until the umpire puts the ball back 
into play. 

Sec. 13. If, when advancing bases in either the legal or reverse 
order, he fail to touch any base and the ball be held by the fielder 
on such base, or base runner be touched by the ball in the hands 
of a fielder before he touch such base. He shall not be put out, 
however, in this manner after the ball has been delivered to the 
bat by the pitcher. 

Sec. 14. If, when the umpire called "Play'' after the suspension 
of a game, he failed to return to and touch the base he occupied when 
time was called, before touching the next base. He shall not be put 
out in this manner, however, after the ball is delivered to the bat by 
the pitcher. 

Sec. 15. If, with one or no one out and a base runner on third base, 
the batsman interfere with a play being made at home plate. 

Sec. 16. If he pass a base runner who is caught between two 
bases, he shall be declared out immediately upon passing him. 
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Sec. 17. The base runner in running to first base may overrun 
said base after touching it in passing without incurring liability to be 
out for being off said base, provided he return at once and retouch 
the base; after which he may be put out as at any other base. If, 
after overrunning first base, he attempts to run to second base before 
returning to first base, he shall forfeit such exemption from liability 
to be put out. 

Sec. 18. If, while third base is occupied, the coacher stationed 
at that base shall run toward the home plate thereby drawing a throw 
to home base, the base runner on third base shall be declared out. 

Sec. 19. If one or more members of the team at bat stand or collect 
near a base for which a base runner is trying thereby confusing 
the fielding side, the base runner shall be declared out. 

Rule 42. — When umpire shall declare out. 

The umpire shall declare the batsman or base runner out, without 
waiting for an appeal for such decision, in all cases where such 
players be put out in accordance with any of these rules, except 
sections 13 and 17 of Rule 41. 

Rule 43. — Coaching. 

The team at bat will be allowed to station one coacher near first 
base and one coacher near third base. They shall confine their activ- 
ities to assisting the base runner only by directions and guidance. 
They shall not refer to the players of the opposing side, and they 
shall not try to incite the spectators to demonstrations. If more than 
one coacher occupy a coacher's position, the captain of the opposing 
side may call the attention of the umpire to the offense, and the um- 
pire may order the illegal players to the bench, which order must be 
obeyed within one minute. 

Rule 44. — The scoring of runs. 

One run shall be scored every time a base runner, after having 
legally touched the first three bases, shall legally touch the home base 
before three men are put out: Provided, however, That if he reach 
home on or during a play in which the third man be forced out or put 
out before reaching first base a run shall not count. A force out 
can be made only when a base runner legally loses the right to the 
base he occupies by reason of the batsman's becoming a base runner 
and is thereby obliged to advance. 

Rule 45. — The umpire and his duties. — Power to enforce decisions. 

The umpire is the representative of the association or organization 
and of the Director of Education and is required to enforce this 
code of rules. 
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Rule 46. 

There shall be no appeal from any decision of the umpire on the 
basis of judgment. His interpretation of rules may be questioned 
and such cases should be taken up only with the Director of 
Education. 

Rule 47. — Teams cannot change umpire. 

The umpire cannot be changed during a championship game by 
the consent of the contesting clubs unless the official in charge of 
the field be incapacitated from service by injury or illness. 

Rule 48. — Penalties for violation of the rules. 

In all cases of violation of these rules by either a player, manager, 
or coach the penalty shall be the prompt removal of the offender 
from the game; and, if necessary, from the ground. 

Rule A9,— Umpire to report violations of the rules. 

In cases of violation of these rules the umpire will report the 
offending players or managers to the president of the organization 
or as prescribed in Rule 50. 

Rule 50. 

The umpire is the official representative of the Director of Education 
in all interscholastic baseball games, and as such is required to report 
flagrant cases of disregard of rules or of the ordinary rules of 
conduct to the Director of Education for disciplinary action. 

Rule 51. — On ground rules. 

Before the commencement of a game the umpire and the captains 
of the opposing teams shall decide upon ground rules for the game. 
The two captains will then notify their players. A distinct and 
careful understading must be had on these points before a game 
is begun. 

Rule 52. — Official announcements. 

The umpire shall call "Play" at the hour appointed for the beginning 
of a game, announce "Time" at its legal interruption, and declare 
"Game" at its legal termination. 

Rule 53. — Suspension of play. 

The umpire shall suspend play for the following causes: 
1. If rain fall so heavily as to cause the spectators on the open 
field and open stands to seek shelter; in which case he shall note the 
time of suspension, and, should rain fall continuously for thirty 
minutes thereafter, he shall terminate the game. 
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2. In case of an accident which incapacitates him or a player from 
service in the field, or in order to remove from the grounds any 
player or spectator who has violated the rules, or in case of fire, 
panic, or other extraordinary circumstances. 

Rule 54. — Call of time. 

In suspending play for any legal cause the umpire shall call 
"Time.'^ When he calls "Time," play shall be suspended until he 
call "Play" again, and during the interim no player shall be put 
out, base be run, or run be scored. "Time" shall not be called by the 
umpire until the ball be held by the pitcher while standing in his 
position. 

Rule 55. 

The umpire shall call all balls and strikes clearly, and in cases of 
necessity shall indicate with the right and left hand his decisions on 
thrown balls. 

Rule 56. 

If but one umpire be assigned, his duties and jurisdiction shall 
-extend to all points, and he shall be permitted to take his stand in any 
part of the field that in his opinion will best enable him to discharge 
his duties. 

Rule 57. — Field rules. 

No person shall be allowed upon any part of the field during 
the progress of a game except the players in uniform, the manager 
of each side, the umpire, such officers of the law as may be present 
in uniform, and such watchmen as may be necessary to preserve the 
peace. 

Rule 58. 

No manager, captain, or player shall address the spectators during 
a game, except in reply to a request for information about the 
progress or state of the game. 

Rule 59. — General definitions. 

"Play" is the order of the umpire to begin the game or to resume 
it after suspension. 

"Time" is the order of the umpire to suspend play. Such sus- 
pension must not extend beyond the day. 

"Game" is the announcement of the umpire that the game is 
terminated. 

"An inning" is the term at bat of the nine players representing 
a club in a game, and is completed when three of such players have 
been legally put out. 

A "time at bat" is the term at bat of a batsman. It begins when 
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he takes his position and continues until he is put out or becomes a 
base runner. But a time at bat shall not be charged against a 
batsman who is awarded first base by the umpire for being hit by a 
pitched ball, or on called balls, or when he makes a sacrifice hit, or 
for interference by the catcher. 

"Legal" or "legally'* signifies as required by these rules. 

Rule 60. — Sacrifice hits. 

A sacrifice hit shall be credited to the batsman who, when no one 
is out or when but one man is out, advances a runner a base by a 
bunt hit, which results in the batsman's being put out before reaching 
first, or would so result if it were handled without error. 

A sacrifice hit shall also be credited to a batsman who, when no 
one is out or when but one man is out, hits a fly ball that is caught 
but results in a run being scored, or would in the judgment of the 
scorer so result if caught. 

Rule 61. — Stolen bases. 

A stolen base shall be credited to the base runner whenever he 
advances a base unaided by a base hit, a put-out, a fielding or a battery 
error, subject to the following exception: 

In the event of a palpable muff of a ball thrown by the catcher, 
when the base runner is clearly blocked, the infielder making the muff 
shall be charged with an error and the base runner shall not be 
credited with a stolen base. 

Rule 62. — The summary shall contain. 

The score made in each inning of the game and the total runs of 
each side in the game; the number of stolen bases, if any, made by 
each player; the number of sacrifice hits, if any, made by each 
player; the number of sacrifice flies, if any, made by each player; 
the number of two-base hits, if any, made by each player; the number 
of three-base hits, if any, made by each player; the number of home 
runs, if any, made by each player; the number of double and triple 
plays, if any, made by each side, and the names of the players par- 
ticipating in the same; the number of innings each pitcher pitched 
in; the number of base hits, if any, made off each pitcher, and the 
number of legal "at bats" scored against each pitcher; the number 
of times, if any, the pitcher strikes out the opposing batsman; the 
number of times, if any, the pitcher gives bases on balls; the number 
of wild pitches, if any, charged to the pitcher; the number of times, 
if any, the pitcher hits a batsman with a pitched ball; the name or 
names of the batsman or batsmen so hit; the number of passed balls 
by each catcher; the time of the game; and the name of the umpire 
or umpires. 
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Rule 63. — Scoring rules. 

In all championship games affecting the standing of baseball teams 
in interprovincial associations or in general series, a careful and de- 
tailed score of each game shall be kept by a scorer appointed in inter- 
provincial associations by the president of the association, and for gen- 
eral series selected by the Director of Education. It shall be the duty 
of the association, or in general series, of the Bureau of Education, 
to provide a satisfactory score book, which will be accomplished in 
detail by a person assigned to that duty. These score books should 
become the permanent records of the games played. Care should be 
exercised in the selection of the scorer to secure a person sufficiently 
familiar with that duty to insure complete and prompt record of every 
play. 

A completed score of a game will show the names of both teams; 
all players and substitute players who took part in the game on both 
teams ; the place where the game was played and the date ; time when 
the game began and when it closed; and a detailed graphic score of 
each time at bat of each batsman, indicating all plays, hits, and scores 
by innings. The summary will contain for each player the number of 
put-outs, assists, and errors made by him during the game ; number of 
times at bat; number of runs; number of hits; number of stolen bases; 
and number of sacrifice hits. The general summary will show the 
number of three-base hits made in the game with the names of persons 
making them; the number of times first base on balls was given by 
each pitcher; the number of players on each team left on bases; the 
number of wild pitches made by each pitcher; the number of times 
first base was secured on errors; the number of two-base hits with 
the names of the players making them; the number of home runs 
with the names of the players making them; the number of strike-outs 
by each pitcher; the number of double plays with the names of those 
making and assisting in them; the number of passed balls charged 
against the catcher of each team; the names of all players of each 
team hit by the pitcher; and the name of the umpire or umpires. 

INDOOR BASEBAIiLi. 

This game is one of the best for general use among all the pupils 
of the schools. Its advantages over regulation baseball lie in the 
facts that anybody can play and that but little equipment is neces- 
sary, this consisting of only two balls and a bat, no gloves being 
necessary. This game retains most of the essentials of baseball but 
does not require long practice to enable a pupil to become a faii- 
player. It may be played either indoors or outdoors, preferably the 
latter. 

The rules for regulation baseball apply except in so far as they 
are amended by the following: 
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Rule I. — The diamond. 

Each side of the diamond is 35 feet long, and a base is placed in 
each comer. The distance from home to second base, and from first 
to third base, is 49i feet. The pitcher's box is 7 by 3 feet, the nearest 
line of said box to be 30 feet from the center of home base. The 
batsman's box (one to the left and one to the right of the home 
base) shall be 4 feet long and 3 feet wide, extending 1 foot in front 
of and 3 feet behind a center line through the home base, with its 
nearest side distance 6 inches from the home base. 

Rule IL-^The ball. 

The ball should be not less than 14 nor more than 16 inches in 
circumference, not less than 7i ounces nor more than 8J ounces in 
weight, made of a yielding substance, and covered with a white skin. 

These balls may be obtained from any dealer in sporting goods. 

Rule IIL— The bat 

The bat must be 21 feet long and not larger than 11 inches in 
diameter in the largest part, and may have a rubber tip on the 
handle to prevent slipping. It must be made otherwise of wood, 
except that a metal rod may be passed through the center to give 
desired weight, but under no circumstances is lead to be used in 
loading. The handle may be wound with string or tape. 

Rule IV. — The pitcher. 

The pitcher shall take his position facing the batter with both 
feet on the ground wholly within the box and with both feet on the 
rear line of said box, and when in the act of delivering the ball shall 
not take more than one step, but shall not be restricted as to curving 
the ball, although the arm must be swung parallel with the body and 
the ball delivered underhand. 

He shall not make more than one step in the act of delivering the 
ball. He shall hold the ball before the delivery fairly in front of 
his body and in sight of the umpire. 

Rule V. — Dead balls. 

Any pitched ball striking the batter is a dead ball, but does not 
entitle him to a base. If a batter intentionally gets in the way or 
interferes with any legally delivered ball a strike shall be called. If 
it should be the third strike the batter is out, and no base can be 
run on that ball. 

Rule VI. — Fair and foul balls. 

A batted ball which strikes inside or on the foul line is fair, the 
first point of contact with the floor, object or fielder deciding, regard- 
less of where it afterwards rolls. 

A batted ball first striking outside the foul line shall be foul. 
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Rule YIL-Strikes. 

A strike is an unsuccessful attempt by the batsman to legally 
hit the pitched ball with his bat; or a foul tip caught. 

Note.— A foul is not considered a strike unless the batted 
ball IS caught by the catcher. 

Rule yilL--The batsman is out 

If the batsman is hit by the ball on the third strike he shall be 
declared out. 

NoTE.--If, after the batsman has two strikes, he fouls the 
ball, and the ball hits him before it hits the floor, wall or any 
fixture, he shall be called out. 

Rule IX. — When to start 

A base runner must not leave his base when the pitcher holds 
the ball standing in his box. 

A base runner must not leave his base on a pitched ball not struck, 
until after it has reached or passed the catcher, on penalty of being 
called back. 

A base runner must be on his base when the pitcher is ready to 
deliver the ball to the batsman. 

(Starting too soon does not exempt a base runner from being put 
out on that particular play. The umpire must not make a decision 
in regard to a premature start until the baserunner has reached 
the next base or is put out.) 

Rule X. 

In girls' indoor baseball, the runner shall be declared out who 
intentionally slides to a base. 

BOYS' BASKET BAIiL. 

Rule I. — Grounds. 

Section 1. Basket ball may be played on any grounds free from 
obstruction, said grounds not to exceed 4,000 square feet of actual 
playing space. 

Sec. 2. There may be a well defined line marked around the floor 
or field. When side lines are used they shall be straight and at least 
3 feet from the wall or fence. The end boundaries shall be directly 
below the surface against which the goal is placed. This line shall 
form the boundary of the field of play. Upon agreement by both 
teams the boundary lines may be dispensed with. 

Sec. 3. The grounds shall be laid out as per diagram on page 133 
of these rules. 
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Rule II. — Ball, 

Section 1. The ball shall be round; it shall be made of a rubber 
bladder covered with a leather case; it shall be not less than 30 nor 
more than 32 inches in circumference; the limit of variableness shall 
not be more than one-fourth of an inch in three diameters; it shall 
weigh not less than 18 nor more than 21 ounces. 

Sec. 2. The ball shall be provided by the home team ; it shall be tightly 
inflated and so laced that it cannot be held by the lacing, and shall 
otherwise be in good condition. 

Sec. 3. The ball to be accounted as official shall be that adopted by 
the association under the auspices of which the game is played. 

Rule III. — Baskets, 

Section 1. The baskets shall be hammock nets of cord, suspended 
from metal rings 18 inches in diameter (inside). The rings shall be 
placed 10 feet above the ground in the center of the short side of the 
actual playing field. The inside rim shall extend 6 inches from a 
rigid supporting surface. 

Sec. 2. In case the supporting surface is not a wall of the building 
a special background must be supplied, which shall measure at least 
6 feet horizontally and 4 feet vertically, and extend not less than 3 
feet above the top of the basket. It may be of any solid material but 
must be permanently flat, perpendicular and rigid. 

Sec. 3. The baskets shall be rigidly supported. There must be 
no projections beyond the sides nor above the upper edge of the 
basket. 

Sec. 4. No spectators or others shall be permitted nearer than 
6 feet to the baskets in any direction. The referee shall see that 
this rule is enforced and act in accordance with Rule VI, section 4, 
and Rule XII, section 5. 

Rule IV. — Teams. 

Teams for match games shall consist of five players. 

Rule V. — Officials. 

The officials shall be a referee, an umpire, a scorer, and a time- 
keeper. (See Rules VI, VII, VIII, and IX.) 

Rule VI. — Referee. 

Section 1. In all games the referee shall be chosen by the president 
of the association or the Director of Education. 

Sec. 2. In all carnival series the referee shall be chosen by the 
Director of Education. 

Sec. 3. Before the game begins the referee shall see that the 
regulations respecting the ball, baskets, grounds and spectators 
(Rule III, sec. 4) are adhered to. By mutual agreement of the 
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captains, the referee may allow alterations in the rules regarding 
grounds and time, but not in baskets, ball, teams, or spectators. 
The referee shall ascertain before the commencement of the game 
the time for beginning, or any other arrangements that have been 
made by the captains or the committee in charge. (See Rule III, 
sec. 4; Rule XII, sec. 5) 

Sec. 4. The referee shall be judge of the ball. He shall decide 
when the ball is in play, to whom it belongs, when a goal has been 
made, and have power to call all fouls provided for in the rules. 

Sec. 5. The referee shall approve of the timekeepers and scorers 
before the game begins. 

Sec. 6. The referee shall blow a whistle whenever necessary to 
call "time out" or a foul. In case of a foul he shall indicate the 
offender and announce the nature of the foul, so that the offender, 
scorer and spectators can hear him. In case of sickness or accident 
the game continues until the referee's whistle blows. If a claim 
for "time out" is made and for any reason the referee does not 
blow his whistle before a goal is made, the goal shall count, except 
as provided. (See Rule VII, sec. 5; Rule XI, sec. 40.) 

Sec. 7. The referee is the superior officer of the game and shall 
decide all questions not under jurisdiction of the other officials and 
all questions not covered by the rules. 

Sec. 8. The referee shall notify the president of the association 
under whose jurisdiction the game has been played, whenever a player 
has been disqualified, giving the player's name, date, place, name of 
team, and nature of the offense. 

Rule VII. — Umpire. 

Section 1. In carnival meets the umpire shall be selected by the 
Director of Education. 

Sec. 2. The umpire shall make decisions and call fouls for the vio- 
lation of all rules except those specifically reserved to the referee. 
(See Rule XI, sees. 3 and 6; Rule XII, sec. 3.) 

Sec. 3. The umpire shall make his decisions independently of the 
referee and a decision made by either official within his jurisdiction 
shall not be questioned by the other. 

Sec. 4. The umpire shall blow a whistle only when it is necessary 
to call a foul. He shall then indicate the offender, and announce 
the nature of the foul so both the offender and the scorer can hear 
him. He shall have no power to call "Time" or "Time out." 

Sec. 5. When the umpire's whistle sounds simultaneously with 
either the referee's or timekeeper's, the official's whistle calling atten- 
tion to a foul shall take precedence. If both blew to indicate fouls on 
different players, both shall count. The referee or umpire shall 
have power to call fouls for violation of rules committed either 
within or without the boundary lines, also at any moment from the 
beginning of play to the call of time at the end of a half or 
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game. This includes the periods when the game may be momentarily 
stopped for any reason. Fouls may be called on any number of 
players at the same time. (See Rule VI, sec. 6; Rule XI, sec. 40.) 

Rule VIII. — Scorer and assistant scorer. 

Section 1. The scorer and assistant scorer in all general and 
carnival meets shall be appointed by the Director of Education. 

Sec. 2. The scorer and assistant scorer in interprovincial meets 
shall be selected by the president of the association or as the 
constitution of the association may direct. 

Sec. 3. It shall be the duty of the scorer at the close of champion- 
ship or serial games to submit to the Director of Education and to 
the president of the association a written report covering the score of 
the game. 

Rule IX. — Timekeeper and assistant timekeeper. 

Section 1. A timekeeper and an assistant shall be appointed. The 
assistant timekeeper shall have no power to make decisions, and shall 
perform such duties as are assigned by the timekeeper. The time- 
keeper's record is the only "official'' time. 

Sec. 2. He shall note when the game starts and shall blow his 
whistle indicating the expiration of the actual playing time in each 
half. 

Sec. 3. Time consumed by stoppages during the game shall be 
deducted only on order of the referee. Time involved in making "free 
throws," etc., shall not be considered stoppages. 

Rule X. — Captains, 

Section 1. Captains shall be indicated by each team previous to 
the commencement of the game; they must be players in the game. 

Sec. 2. The captains shall be the representatives of their respective 
teams. 

Sec. 3. The captains shall toss for choice of baskets and shall be 
the spokesmen of their teams at all times. 

Rule XI. — The game. 

Section 1. The game shall consist of two halves of twenty minutes 
each, with a rest of ten minutes between the halves. This is the 
time of actual play. 

Sec. 2. The teams shall change baskets at the end of the first half. 

Sec. 3. Any persistent or intentional delay of the game shall be 
counted as a foul against the team so delaying. The referee shall 
call this foul. 

Sec. 4. At the opening of the game, at the beginning of the second 
half, after each goal, and at such other times as hereinafter provided, 
the referee shall put the ball in play at center. Whenever the ball 
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is put in play at center the men who are to jump for same must 
keep both feet within the circle, and the referee shall toss the ball 
up in a plane at right angles to the side lines to a greater height than 
either of the center men can jump, and so that it will drop between 
them. Section 3 may be applied when players delay game by not 
coming to center promptly or stepping out of circle before or during 
jumps. (See Rule XI, sec. 3.) 

Sec. 5. When the referee puts the ball in play at center, he shall 
blow his whistle when the ball reaches its highest point, after which 
it must be first touched by either or both of the center men. If the 
ball is batted to outside by one of the centers it shall be given to an 
opponent out of bounds. When batted to outside by both centers 
simultaneously it shall be thrown up between the two players indicated 
by the referee, at the place where it left the field of play. The ball 
may either be caught or batted by the center men. 

Sec. 6. Whenever the ball is put in play other than in the center, 
the players who are to first touch the ball must not stand further 
than two feet from the spot indicated by the referee where the ball 
is to fall and have both feet together until the jump is made. If ball 
is batted to outside by one of the jumpers it shall be given to an 
opponent out of bounds. If batted to "outside" by both players 
simultaneously it shall be thrown up again between the same players 
at same spot as before. If this rule is violated section 3 may be 
applied by the referee. (See Rule XI, sec. 3.) 

Sec. 7. If the ball is in bounds when "time out" is called the 
referee shall stand between the players and the nearer side line and 
put the ball in play by tossing it up in such a manner that it will 
drop near the spot where it was when "time out" was called. The 
two opponents nearest this spot when "time out" was called shall 
jump for the ball. They shall be indicated by the referee. 

Sec. 8. If the ball is out of bounds when "time out" is called, play 
shall be resumed at the whistle of the referee the same as if "time 
out" had not been called. 

Sec. 9. When the ball is held by two players for any length of 
time, the referee shall blow his whistle, stop the play, and throw 
the ball up from where it was held. 

Sec. 10. Not more than one player of each team shall touch the 
ball at the same time. A foul shall be called on each player violating 
this rule. Either the referee or umpire may make decision on this 
rule. If two players of the same team first touch the ball no foul 
shall be called so long as they are the only ones touching it; if, how- 
ever, a player from the other team should touch the ball while it 
is in their possession, a foul shall be called on one of the two players 
of the same team. This player shall be indicated by the official 

calling the foul. j. . . i. 

Sec. 11. The ball may be thrown or batted in any direction with 

one or both hands. 
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Sec. 12. The ball shall not be kicked or struck with the fists. The 
referee or umpire shall call a foul for violation of this rule. 

Sec. 13. (a) A player shall not advance with the ball while in 
bounds; he must play it from the spot on which he catches it. 
Allowance is to be made for one who catches it while running, 
provided he throws it at once or stops as soon as possible. This shall 
not be interpreted as interfering with a man's turning around with- 
out making progress, as long as he keeps one foot in place. The 
referee or umpire shall call a foul for violation of this rule. 

(6) A player shall not advance with the ball across the boundary 
line with either one or both feet, except under circumstances men- 
tioned in this section. If in the judgment of the referee he stops 
as soon as possible and at the end of the run he has one foot over 
the line, touching the floor on the outside no action shall be taken 
if he immediately withdraws the foot that is over the line, but if he 
carries the foot that is inside the field of play to the floor on the 
outside, thus having both feet outside, the ball shall be given to an 
opponent out of bounds. The referee makes decision on this play. 

Sec. 14. The ball shall be held by the hands only. The using of 
any other part of the body to hold or assist in holding the ball 
constitutes a foul. Hugging the ball is a foul. The referee or 
umpire shall call a foul for violation of this rule. 

Sec. 15. (a) A dribble is a play in which the player advances 
more than two steps while throwing, rolling, or bouncing the ball 
against one or both hands one or more times, without the assistance 
of another player. 

(h) In a dribble (three or more steps), both hands shall not be 
used simultaneously more than once. Violation of this rule is a 
foul and may be called by either the referee or umpire. 

(c) A player who has dribbled may not score a goal until the ball 
has been played (that is, received and batted or thrown) by another 
player. If the ball is thrown into the basket at the end of a dribble 
it shall not be scored and the ball shall be thrown up at center; if not 
made the ball is in play. Successive tries for goal by one who has 
not dribbled shall not be considered a violation of this rule. 

Sec. 16. The ball is out of bounds only when it has completely 
crossed the line and is either touching the floor or in the possession 
of a player who has one or both feet outside, except as provided in 
Rule XI, section 13. 

Sec. 17. When the ball is caused to go out of bounds in any 
, manner intentionally or unintentionally (except in violation of sec- 
tion 13) and remains there, the referee shall give it to an opponent 
at the point where it left the field of play. 

Sec. 18. In case of a doubt in the mind of the referee as to which 
player touched the ball last, in its flight to **out of bounds," it shall 
be tossed up between two players indicated by the referee. 
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Sec. 19. When the ball goes out of bounds and immediately re- 
turns, play shall continue whether or not it was touched while out 
of bounds, except if the whistle of the referee is blown, the ball 
shall then be put in play as though it had not returned to the field 
of play. 

Sec. 20. A player is allowed five seconds to hold the ball out of 
bounds. A player must not step over the boundary line until after he 
has played the ball, and if, in the judgment of the referee, either 
of these rules is violated, the referee shall give the ball to an oppo- 
nent. 

Sec. 21. The ball may be thrown into the field of play in any 
direction, from any spot (outside of bounds) on a line drawn at 
right angles to the boundary line at the spot where the ball crossed it. 
The ball may be thrown or bounced into the field of play, and must be 
played by some other player before the player who passed it in can 
again play it. When either of these rules are violated the referee 
shall give the ball to the opponent at the same spot. 

Sec. 22. There shall be no interfering with the player who is 
returning the ball; that is, no part of the person of his opponent 
shall be outside of the field of play, and the ball may not be touched 
until it has crossed the line. If either of these rules is violated the 
referee shall return the ball to the player who had it and have it 
again put in play at the original place, except in case the opponent 
on the inside should knock the ball out of the hands of the thrower- 
in twice in succession, then a foul for delaying game should be 
called, in accordance with section 3. 

Sec. 23. (a) There shall be no tackling, holding, pushing or body 
checking of an opponent under any circumstances. Grasping the 
clothing or person of a player with one or both hands or putting 
one or both arms about a player shall be considered holding. 

(6) The hands, arms or any other part of the body shall not be 
used to interfere with the progress of a player who has not the ball. 
The referee or umpire shall call a foul for violation of this rule. 

Sec. 24. There shall be no striking, kicking, shouldering, trip- 
ping, hacking or unnecessary roughness of any kind. The referee 
or umpire shall call a foul for violation of this rule. The referee 
may, for the first offence, and shall for the second offence, disqualify 
the offender for that game. The referee has power to disqualify 
for violation of this rule whether a foul was called or not. 

Sec. 25. A substitute shall be allowed for a player who has been 
disqualified, and the referee shall allow the foul made by the dis- 
qualified player. 

Sec. 26. Whenever, because of sickness or accident to a player, it 
becomes necessary in the judgment of the referee to call "time out," 
play must be resumed in five minutes. If the injured player is unable 
to resume play by that time, a substitute shall take his place, or the 
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game start at once without him. If it becomes necessary for any 
reason to change players the referee may, upon notice from the 
captain, call **time out" for the substitution; providing the scorer 
has been notified and the new player is ready to start at once. Sec- 
tion 3 may be applied when necessary. A man once removed from 
the game cannot play again during that game. 

Sec. 27. A game must be decided by the winning of the most points 
in the playing time agreed upon; at the end of which time the time- 
keeper's whistle shall be blown and the score announced. 

Sec. 28. In case the score is found to be a tie, the referee shall 
then order the game to continue (without change of baskets) until 
either side has made 2 additional points. The goals may be made 
either from field or foul line, the team first scoring 2 points wins, 
except as provided in section 29. 

Sec. 29. In case of a tie and both teams make the second points 
simultaneously through both teams scoring on double fouls, the game 
shall continue, as provided for in section 28. 

Sec. 80. A goal made from the field shall count as 2 points; a 
goal made from foul line shall count as 1 point; a goal thrown shall 
count for the side into whose basket the ball is thrown, even though 
it was done by mistake. The referee decides when a goal has been 
made. 

Sec. 31. (a) If the basket or ball is touched by an opponent when 
the ball is on the edge of the basket, the referee shall award 1 point 
to opposing team. 

(b) If touched by a team mate under above conditions and a 
goal is made, it shall not be scored. Referee makes decision. 

Sec. 32. If a player while trying for goal from field is fouled by 
an opponent, and it is called by either the referee or umpire, the 
referee shall award 1 point to the team whose player was fouled, 
and if the player succeeds in making a goal, it shall also count. This 
shall not interfere with an additional free throw for goal from 
foul line. 

Sec. 33. When a foul has been made, the opposite side shall 
have a free throw for the basket at a distance of not less than 15 
feet from a point on the floor directly beneath the center of the 
basket, measuring towards the opposite basket. The player having 
a free throw shall not cross the 15-foot line until the ball has entered 
or missed the basket. If this rule is violated, a goal, if made, shall 
not be scored, and, if missed, the ball shall be dead and put in play 
in the center. If the basket is missed and no rules have been 
violated, the ball is in play. The referee renders decisions on this 
rule. 

Sec. 34. When trying for goal from the 15-foot mark the ball 
shall not be thrown to another player; an honest attempt must be 
made to throw it into the basket; if in the judgment of the referee 
the ball is purposely caromed to another player and he succeeds in 
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throwing a goal, it shall not be counted. In such case whether the 
goal is made or missed the ball shall be thrown up at the center. 
The referee makes the decisions on this rule. 

Sec. 35. The blowing of any official's whistle shall not prevent 
a free throw that has been awarded. If for any reason a whistle 
is blown by anyone other than the officials authorized to do so, and 
it is heard by the referee, the game shall stop immediately and the 
referee shall call "Time out" until the ball is put in play in the 
center. If a goal is thrown it shall not count unless the referee 
decided the ball was in the air when he heard the whistle. 

Sec. 36. No player shall stand nearer than 6 feet to the thrower, 
nor in a lane 6 feet wide from the thrower to the basket nor interfere 
with the ball until after it reaches the basket. The player shall not 
be interfered with in any way whatever, either by players or spec- 
tators. Players shall not cross the 6-foot lines until the ball has 
entered or missed the basket. If this rule is violated by one of the 
opposing team, and a goal is not made, he shall have another free 
throw. If violated by one of his own team, or by players of both 
teams, and a goal is made, it shall not count, and whether missed or 
made, the ball shall be thrown up at center. The referee renders 
the decisions for violation of this rule. 

Sec. 37. When two or more fouls are called at the same time on 
opposing teams, they shall be thrown in succession and the ball shall 
be put in play at the center after the last throw. When two or more 
fouls are called at the same time on one team, they shall be thrown 
in succession. If a goal is made on the last throw, the ball shall be 
put in play at the center; if missed, the ball is in play. 

Sec. 38. If a player throws for the basket and the referee decides 
the ball was in the air when the whistle of the referee, umpire, or 
timekeeper sounded, and the throw results in a goal, it shall count, 
except as provided in sections 39 and 40. 

Sec. 39. When a player makes a throw for the basket and the 
referee decides that part of his person was touching the floor out of 
bounds, if a goal is thrown it shall not count; if not made, the ball 
shall be considered in play; if made, shall be thrown up at center. 

Sec. 40. A goal thrown before the whistle can be blown for a foul 
made by the team throwing it shall not count. The referee makes 
decisions on this rule. (See Rule VI, sec. 6; Rule VII, sec. 5.) 

Sec. 41. If only one team puts in an appearance at the appointed 
time, the referee shall announce that the team complying with the 
terms agreed upon shall be declared the winner of the game by 
default. (See sec. 44.) 

Sec. 42. When it happens, however, that neither team is ready to 
begin playing at the hour appointed for the game, the team which 
completes its number first and appears on the field ready for play 
cannot claim a default from its opponent. The latter shall be entitled 
to fifteen minutes' additional time, and if then unable to present a 
117410 — 9 
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full team shall be obliged to play short-handed or forfeit the game. 
The referee shall be the authority on this rule. 

Sec. 43. Any team refusing to play within three minutes after 
receiving instructions to do so from the referee shall forfeit the game. 
(See sec. 44.) 

Sec. 44. The referee shall announce a team defaulting or for- 
feiting a game the loser, by a score of 2 to 0. 

Rule XII. — Fouls, 

Section 1. Fouls are classified according to their penalties as 
follows : 

(a) General. — (1) Delaying game (Rule XI, sec. 3); (2) tackling 
ball (Rule XI, sec. 10) ; (3) kicking ball (Rule XI, sec. 12) ; (4) 
striking ball (Rule XI, sec. 12) ; (5) advancing with the ball (Rule 
XI, sec. 13-6) ; (6) hugging ball (Rule XI, sec. 14) ; (7) dribbling 
(Rule XI, sec. 15) ; (8) tackling opponent (Rule XI, sec. 23) ; (9) 
holding opponent (Rule XI, sec. 23) ; (10) pushing opponent (Rule 
XI, sec. 23); (11) addressing officials (Rule XII, sec. 3). 

(6) Specific — Fouls for which players may be disqualified, — (1) 
Striking opponent (Rule XI, sec. 24) ; (2) kicking opponent (Rule 
XI, sec. 24) ; (3) shouldering opponent (Rule XI, sec. 24) ; (4) 
tripping opponent (Rule XI, sec. 24) ; (5) hacking opponent (Rule 
XI, sec. 24) ; (6) unnecessary roughness (Rule XI, sec. 24) ; (7) 
using profane or abusive language (Rule XII, sec. 4). 

Sec. 2. Officials are expected to be as strict as possible, both 
with players and spectators. In all cases not covered in these rules 
officials are to use their own judgment in accord with the general 
spirit of the rules. 

Sec. 3. Any remarks or actions, whether addressed to an official 
or not, on the part of a player during the progress of the game 
derogatory in any way to the officials shall be called a foul by the 
referee. 

Sec. 4. The referee shall promptly disqualify any player using 
profane or abusive language. 

Sec. 5. The home team shall be held responsible for the behavior 
of the spectators. Failure to keep them from interfering, coaching, 
etc., with the progress of the game or for discourteous conduct shall, 
after a warning by the referee, make the home team liable to forfeit 
the game. 

Sec. 6. In case of any doubt on any point, in the mind of the 
referee or umpire, arising from the presence of the spectators, the 
visiting team shall have the benefit of the doubt. 

Sec. 7. There shall be no protests against the decisions of the 
officials except in regard to interpretation of rules. 

Sec. 8. All questions, protests, etc., except in the case of games 
within divisions, shall be acted upon by the Director of Education 
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as final authority. In case of games within a division, the division 
superintendent shall be final authority. Protests should be filed as 
soon as possible after the games. 

GIRLiS' BASKET BALL. 

With the following modifications the foregoing basket-ball rules 
for boys shall be used in this game: 

Rule IV, section 1, shall read: "Teams for match games shall 
consist of six players, the extra player being known as the 'side 
center.' " 
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Diagram of basket-ball field. 

Rule XI, section 1, first sentence, shall read: "The game shall 
consist of three periods, the first of ten minutes, the second of 
fifteen, and the third of ten, with a rest of five minutes between 
the first and second periods, and ten minutes between the second 
and third." 

Section 2: "The teams shall change baskets at the end of each 
period." 

Section 4: Change the words, "the second half" to "each period." 

Section 10: Strike out the word "tackle" and retain the word 
"touch." Between the first and second sentences, insert the following: 
"No person shall touch the ball with both hands while it is in the 
possession of an opponent." 
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VOLIiEY BAIili. 

Rule I. — Grounds. 

Section 1. Court. — The playing surface shall be a rectangular 
court not more than 90 feet long and 45 feet wide, nor less than 
60 feet long and 30 feet wide. 

Sec. 2. Boundary lines. — The court shall be bounded by well- 
defined lines not less than 2 inches in width and at every point at 
least 3 feet from walls or any obstruction. The lines on the short 
sides of the court shall be termed end lines, those on the long sides, 
side lines. 

Rule II. — Ball. 

Section 1. The ball shall be round and shall consist of a rubber 
bladder covered with a leather case. It shall be not less than 25 
nor more than 27 inches in circumference. It shall weigh not less 
than 7 nor more than 10 ounces. 

Rule UL—Net. 

Section 1. The net shall be at least 3 feet wide and of sufficient 
length to reach from boundary to boundary. The meshes shall be 
small enough to prevent the passage of the ball through the net. It 
shall be tightly stretched by the four corners between walls or uprights 
which are entirely outside the court and shall cross the court midway 
between the end lines and parallel to them. The top line shall be 
level and measure 7 feet 6 inches from the center to the ground. 

Rule IV. — Teams. 

Section 1. Teams shall be composed of an equal number of men, 
said number to be decided upon by the managers after the size of 
the court has been ascertained. 

Sec. 2. In all official games teams shall be composed of 16 men. 

Note. — The requirements of sections 1 and 2 may be changed 
by agreement between the managers. 

Sec. 3. A substitute may take the place of a player only when 
the ball is not in play. He shall first report to the referee. 

Rule V. — Officials. 

Section 1. In all match games the officials shall be a referee and 
two linesmen. 

Rule VL — Duties of officials. 

Section 1. Referee. — The referee shall be the superior official of 
the game. He shall decide when the ball is in play, when it is dead, 
when a point has been made, when side is out, and shall impose 
penalties for any violation of the rules. 
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Sec. 2. The referee shall have the power to make decisions for 
violations of the rules committed at any moment from the beginning 
of play to the end of the game. This includes the periods when the 
game may be momentarily stopped for any reason. 

Sec. 3. The referee shall record the points as they are made. His 
record shall constitute the official score of the game. 

Sec. 4. The referee shall be provided with a whistle which he 
shall blow, if necessary^ in order to call attention to a decision. 

Sec. 5. Linesmen. — The linesmen shall be stationed at opposite ends 
of the court and on the side opposite the referee, so that each has 
two lines in plain view and whenever the ball strikes the ground 
near a line, the linesman nearest the point of contact shall, upon the 
request of the referee, call **Good" or "Out." 

Sec. 6. Upon the request of the referee, they shall report to him 
on any play about which he is uncertain. 

Sec. 7. Before the game, the linesmen shall secure from each 
manager or captain the serving order of the teams and shall see 
that the players serve in proper rotation. 

Rule VII. — Definition of terms. 

Section 1. Own court — Opponents* court. — The court occupied by 
a team shall be called its own court, that occupied by the opponents 
the opponents' court. 

Sec. 2. Serving order.— The order in which the players are to 
serve shall be called the "serving order." 

Sec. 3. Fault. — A served ball which strikes the net and bounds 
back; which strikes the net and bounds outside of either court; which 
strikes the ground in the court from which it is served; which touches 
any object or player other than the server before going over the net; 
or which goes over the net and does not strike first within the oppo- 
nents' court, shall be called a fault. 

Sec. 4. Point. — ^'^ Point" shall be called when the team receiving 
fails to return the ball legally to the opponents' court. 

Sec. 5. Side out. — "Side out" shall be called when the team serving 
fails to win its point or plays the ball illegally. 

Sec. 6. Service.— A service is the putting of the ball in play by 
an eligible man, by serving it into the opponents' court. 

Sec. 7. Out of bounds. — The ball is out of bounds when it touches 
any surface, object, or the ground outside the boundary lines, but a 
ball touching a spectator standing nearer than 4 feet from the 
boundary lines before striking the ground, shall be called "dead ball" 
and the ball served again without calling "point" or "side out." 

Sec. 8. Within bounds. — ^The ball is within bounds when it strikes 
within or on the boundary lines of a court or projects over those lines. 

Sec. 9. Net balL—A served ball striking the top of the net and 
falling into the opponents' court shall be called "net ball" and 
served over. 
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Sec. 10. Dead ball. — The ball is dead when the referee calls "Time'' 
or makes any decision. 

Sec. 11. Playing the ball, — A player who touches the ball when it 
is not "dead" shall be considered as playing it. 

Sec. 12. Catching or holding, — When the ball momentarily comes 
to rest in the hands or arms of a player, or when a player in relaying 
the ball keeps his hands in momentary contact with the ball, it shall 
be considered catching or holding the ball. The ball must be clearly 
batted. 

Sec. 13. Dribble, — A player touching the ball more than once with 
any part of his body when the ball meanwhile has not been touched 
by another player shall be considered as dribbling, with the following 
exceptions : 

(a) When a player drives the ball into the net he may touch it 
once more in an attempt to recover it. 

(6) When a player goes outside the boundary lines in an attempt 
to recover the ball he may strike it not more than three times in 
returning it to the court. 

Rule YUI.—The play. 

Section 1. Court and service, — The captains shall toss for choice 
of courts or service. The winner of the toss may choose either to 
take the first service or the choice of courts. 

Sec. 2. Server and service, — At the opening of the game the ball 
shall be put in play by the first player on the serving order of the 
team which is to begin service; he shall continue to serve until the 
referee calls "side out." The first player on the serving order of the 
other team shall then put the ball in play by service. 

Sec. 3. Service shall alternate as "side out" is called. 

Sec. 4. If a player serves out of turn it shall be called "side out" 
and any points made on his service before the error is discovered 
shall not be counted. 

Sec. 5. When the service does not result in the ball's going free 
and untouched by any player or object into the opponents' court, 
"side out" shall be called. A server is allowed one fault. 

Sec. 6. Ball may be played. — The ball may be touched only three 
times within a court before being returned over the net; in case the 
ball is driven into the net one additional touch shall be allowed 
(see Rule VII, sec. 13, par. a) ; in case the ball goes outside of a 
court in an attempt to return it, three additional touches or strokes 
shall be allowed (see Rule VII, sec. 13, par. b). 

Sec. 7. A player may use any part of his body above the knee in 
attempting to put the ball over the net. 

Sec. 8. A ball other than a service touching the top of the net 
and going over into the opponents' court is still in play. 

Sec. 9. As soon as either one of the two contending teams has 
scored 11 points the teams may exchange courts, but the service 
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continues with the player who has just scored the eleventh point. 
This exchange is necessary only when wind or sun favors one court. 
The referee shall decide. 

Rule IX. — Points and side out. 

Section 1. If any player of the serving side commits any of the 
following acts it shall be "side out.*' If any player of the receiving 
side commits any of the following acts one "point" shall be scored for 
the serving side: 

1. Cause the ball to go out of bounds. 

2. Catch or hold the ball. 

3. Touch the net with any part of the body at any time except 
when the ball is dead; however, if two opponents touch the net 
simultaneously the ball shall be called dead and played over. 

4. Reach over the net to strike the ball while it is still in opponents' 
territory, but a player's hand may follow the ball over after striking it, 

5. Reach under the net and touch the ball or a player of the 
opposing side when the ball is in play on that side. 

6. Intentionally pass the ball out of bounds to a player on his 
own side. 

7. Touch the ball when it has already been played three times 
before being batted over the net except as provided in Rule VIII, 
section 6. 

8. Hold or push the ball against the net. 

9. Dribble. 

10. Kick the ball or allow it to touch his person or clothing below 
the knee. 

11. Strike the ball while he is raised off the ground by any player 
or object. 

12. Enter opponents' territory in an attempt to recover the ball, 
except that reaching under the net with one or both hands but 
keeping the feet in own court is allowed. 

13. Serve out of turn. 

Rule X. — Scoring, 

Section 1. Failure of the receiving team to return the ball legally 
over the net into opponents' court shall count one point for the team 
serving. 

Sec. 2. The team first scoring twenty-one points shall be declared 
the winner of the game. 

Rule XI. — Conduct of players. 

Section 1. Any player committing any of the following acts 
may be disqualified by the referee for the remainder of the game 
and a substitute put in his place : 

1. Make derogatory remarks about the officials. 
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2. Commit acts derogatory to the officials or actions tending to 
influence their decisions. 

3. Persistently address the officials in regard to decisions. 

Rule XII. — Forfeited game. 

Section 1. Any team refusing to play within three minutes 
after receiving instructions to do so from the referee shall forfeit 
the game by a score of 21-0. 

Rule XIII. — Protests. 

Section 1. Decisions of the officials as to matters of fact are 
final. 

Sec. 2. Decisions pertaining to interpretation of the rules may 
be called into question at once, but only by the captains of the con- 
tending teams. 

Sec. 3. All questions pertaining to interpretation of the rules 
may be referred to the Director of Education. 

Sec. 4. When a question pertaining to interpretation of the rules 
has not been settled conclusively but will be carried to higher 
authority for decision, the game shall proceed as before, the referee 
making proper note of the protest. 

Rule XIV. — The indoor game. 

Section 1. Rule IV, section 2, is to read as follows: "In all 
official games teams shall be composed of nine men." 

Sec. 2. Under Rule VII, section 7, the following is to be added: 
''When the game is played indoors the ball is out of bounds only 
when it strikes the floor outside the boundary lines." 

Sec. 3. Under Rule VII, section 13, the following is to be added: 
''When the game is played indoors a player may touch for the sec- 
ond time a ball which he has just played but which bounds directly 
back to him from the wall, fixture, or any object other than another 
player." 

TRACK AND FIELD. 

Rule I. — Officials. 

Section 1. All interscholastic meets shall be under the direction of — 
A games committee. 
One referee. 
Two or more inspectors, 
Three judges at finish, 
Three or more field judges, 
Three or more timekeepers, 
One chief field judge (for large meets), 
One starter, 

One clerk of the course, 
One scorer, 
One marshal. 
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Sec. 2. If deemed necessary, assistants may be provided for the 
clerk of the course, the scorer, and the marshal, and an official 
announcer may be appointed. 

Rule II. — The games committee. 

In all Insular championship meets the games committee shall 
be appointed by the Director of Education. 

The games committee at any interprovincial meet shall be composed 
of the division superintendents of schools (or of their representatives) 
of the divisions composing the association. 

This committee shall have jurisdiction over all matters not assigned 
by these rules to the referee or other games officials. (See also 
Rule XV.) 

Rule III. — The referee. 

The referee shall decide all questions relating to the actual con- 
duct of the meet, whose final settlement is not otherwise covered by 
these rules. He will, if necessary, report the matter to the Director 
of Education for action. 

He alone shall have the power to change the order of events as 
laid down in the official program, and to add to or to alter the 
announced arrangement of heats in any event. A referee has no 
authority, after heats have been duly drawn and published in a pro- 
gram, to transfer a contestant from one heat to another. 

When in any but the final heat of a race, a claim of foul or 
interference is made he shall have the power to disqualify the 
competitor who was at fault, if he considers the foul intentional or 
due to culpable carelessness, and shall also have the power to allow 
the hindered competitor to start in the next round of heats just as 
if he had been placed in his trial. 

When in a final heat, a claim of foul or interference is made, he 
shall have the power to disqualify the competitor who was at fault 
if he considers the foul intentional or due to culpable carelessness, 
and shall also have the power to order a new race between such 
of the competitors as he thinks entitled to such a privilege. 

If, during any athletic contest under the rules of the Bureau, a 
competitor shall conduct himself in a manner unbecoming a gentle- 
man or offensive to the officials, spectators or competitors, the referee 
shall have the power to disqualify him from further competition at 
the meet; and if he thinks the offense worthy of additional punish- 
ment shall promptly make a detailed statement of the facts to the 
games committee. 

Rule IV. — The inspectors. 

The inspectors shall be assigned their positions by the referee. 
They shall watch closely the conduct of the competitors during the 
course of the race, and in case of a foul, whether a claim is made 
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or not, they shall make a report at once, before the next heat, or 
race, is called, of what they have seen to the referee. They have 
no power to make decisions. 

Rule V. — The judges at finish. 

The judges shall determine the order of finishing of contestants and 
shall arrange among themselves as to noting the winner, second, third, 
fourth, etc., as the case may require. 

Their decision in this respect shall be without appeal, and in case 
of disagreement a majority shall govern. 

Rule VI. — The field judges. 

The field judges Khali make accurate measurements, and keep 
a tally of all competitors in the high and broad jumps, the pole vault, 
the shot put and the discus throw. 

They shall act as judges of these events, and their decisions, as 
to facts, shall likewise be without appeal. In case of disagreement 
a majority shall govern. 

In the pole vault and high jump the field judges should, if the 
apparatus or standards be moved, make accurate measurement to 
determine whether the bar is the same height from the ground as 
before. The competitors should not be allowed to move the standard 
if they thereby gain advantage in height. 

Rule VII. — The timekeepers. 

There shall be three timekeepers. They shall individually time all 
events where time record is required, and determine among them- 
selves and announce the official time of each heat or race. 

Should two of the three watches mark the same time and the 
third disagree, the time marked by the two watches shall be accepted. 
Should all three disagree, the time marked by the intermediate watch 
shall be accepted. 

The flash of the pistol shall denote the actual time of starting. 

If, for any reason, only two watches record the time of an event 
and they fail to agree, the longer time of the two shall be accepted. 
For record, however, three watches must be held on an event. 

Rule VIII. — The starter. 

The starter shall have sole jurisdiction over the competitors after 
the clerk of the course has properly placed them in their positions 
for the start. • 

The method of starting shall be by pistol report. An actual start 
shall not be effected until the pistol has been purposely discharged 
after the competitors have been warned to get ready. In case the 
pistol was not purposely discharged the competitors shall be called 
back by the starter by pistol fire. 
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When any part of the person of a competitor shall touch the 
ground in front of his mark before the starting signal is given, it 
shall be considered a false start. 

Penalties for false starting shall be inflicted by the starter, as 
follows : 

In all races up to and including 125 yards the competitor shall 
be put back one yard for the first and another yard for the second 
attempt; in races over 125 yards and including 300 yards, two yards 
for the first and two more for the second attempt; in races over 300 
yards and including 600 yards, three yards for the first and three 
more for the second attempt; in races over 600 yards and including 
1,000 yards, four yards for the first and four more for the second 
attempt; in races over 1,000 yards and including one mile, five yards 
for the first and five more for the second attempt; in all races over 
one mile, ten yards for the first and ten more for the second attempt. 
In all cases the third false start shall disqualify the offender from 
that event. 

The starter shall also rule out of that event any competitor who 
attempts to advance himself from his mark, as prescribed in the 
official pi'ogram after the starter has given the warning to "get 
ready." 

Rule IX. — The clerk of the course. 

The clerk of the course shall be provided with the names and 
the numbers of all entered competitors, and he shall notify them to 
appear at the starting line before the start in each event in which 
they are entered. 

He shall immediately notify the starter should any competitor 
attempt to advance himself after the starter has warned them to 
"get ready." He shall control his assistants, and assign to them such 
duties as he may deem proper. 

Rule X. — Chief field judge. 

For large meets there shall be appointed a chief field judge, who 
will represent the referee. It will be his duty to see that the field 
events are started promptly, and that there is no unnecessary 
delay in the competition. He shall receive from the field judges and 
report to the chief scorer the results of the competition in the field 
events. He may appoint as many assistants as he deems necessary. 

Rule XI. — The scorer. 

The scorer shall record the order in which each competitor finishes 
his event, together with the time furnished him by the timekeepers. 
He shall keep a tally of the laps made by each competitor in races 
covering more than one lap, and shall announce by means of a bell, 
or otherwise, when the leading man enters the last lap. He shall 
control his assistants, and assign to them such of his duties as he 
may deem proper. 
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Rule XII. — The marshal. 

The marshal shall have full police charge of the inclosure, and 
shall prevent any but officials and actual competitors from entering 
or remaining therein. Managers of teams, as such, are not considered 
officials within the meaning of this rule. He shall control his assist- 
ants, and assign to them their duties. 

Rule XIII. — The official announcer. 

The official announcer shall receive from the scorer and field 
judges the result of each event, and announce the same by voice, or 
by means of a bulletin board. 

Rule XIV. — Competitors. 

Competitors shall report to the clerk of the course immediately 
upon their arrival at the place of meeting, and shall be provided by 
that official with their proper numbers, which must be worn con- 
spicuously by the competitors when competing, and without which they 
shall not be allowed to start. 

Each competitor shall inform himself of the time of starting, and 
shall be promptly at the starting point of each competition in which 
he is entered, and there report to the clerk of the course. 

Under no conditions shall any attendants be allowed to accompany 
competitors at the start or during any competition, except in match 
races, where special agreement may be made. 

Rule XV. — Protests. 

Protests against any entered competitor may be made verbally or in 
writing to the games committee or any member thereof before the 
meet, or to the referee during the meet. If possible, the committee 
or referee shall decide such protests at once. If the nature of the 
protest or the necessity of obtaining testimony prevents an im- 
mediate decision, the competitor shall be allowed to compete under 
protest, and ' the protest shall be decided by the games committee 
within one week, unless its subject be the amateur standing of the 
competitor, in which case the games committee must report such 
protest within forty-eight hours to the Director of Education. 

Rule XVI. — Track measurement. 

All distances run shall be measured upon a line 18 inches outward 
from the inner edge of the track, except that in races on straightaway 
tracks the distance shall be measured in a direct line from the 
starting mark to the finishing line. 

Rule XVII. — The course. 

Each competitor shall keep in his respective position from start 
to finish in all races on straightaway tracks, and in all races on tracks 
with one or more turns he shall not cross to the inner edge of the 
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track, except when he is at least 6 feet in advance of his nearest 
competitor. After turning the last corner into the straightaway in 
any race, each competitor must keep a straight course to the finish, 
and not cross, either to the outside or the inside, in front of his 
opponents. 

In all championship races at any distance under and including 
440 yards, each competitor should, if possible, have a separate course, 
properly measured and marked whether the race be run on a straight 
path or around one or more curves. 

The referee shall disqualify from that event any competitor who 
willfully pushes against another competitor, or who impedes, crosses 
the course of, or in any way interferes with another competitor. 

The referee shall disqualify from further participation in the 
games any contestant competing to lose, to coach, or in any way 
impede the chances of another competitor either in a trial or final 
contest. 

Rule XYIIL—The finish. 

The finish of the course shall be represented by a line between 
two finishing posts, drawn across and at right angles to the sides of 
the track, and 4 feet above which line shall be placed a tape 
attached at either end to the finishing posts or held by a judge at 
either end. A finish shall be counted when any part of the winner's 
body, except his hands or arms, shall reach the finish line. The order 
of finishing for second and third places, and so on, shall be decided 
in the same manner. 

Rule XIX.— Hurdles, 

Different heights, distances, and number of hurdles may be selected 
for hurdle races. 

In the 120-yard hurdle race, 10 hurdles shall be used; each hurdle 
to be 3 feet 6 inches high. They shall be placed 10 yards apart, with 
the first hurdle 15 yards distant from the starting point, and the 
last hurdle 15 yards before the finishing line. 

In the 220-yard hurdle race, 10 hurdles shall be used; each hurdle 
to be 2 feet 6 inches high. They shall be placed 20 yards apart, with 
the first hurdle 20 yards distant from the starting mark, and the last 
hurdle 20 yards before the finishing line. 

In hurdle races of other distances, and with different numbers of 
hurdles, the hurdles shall be placed at equal intervals, with the same 
space between the first hurdle and starting point and the last hurdle 
and the finishing line as between each of the hurdles. 

In making a record it shall be necessary for the competitor to jump 
over every hurdle in its proper position, and no record shall be allowed 
unless all the hurdles remain standing after the competitor clears 
them. 

A competitor knocking down three or more hurdles or any portion 
of three or more hurdles in a race shall be disqualified. A competitor 
who trails his leg or foot alongside any hurdle shall be disqualified. 
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In all championship hurdle races up to and including 300 yards, 
each competitor shall have separate hurdles and a separate course 
marked out and measured independently, whether races are run 
straightaway or with turns. 

Rule XX,— Ties, 

In all contests whose results are determined by measurement of 
height or distance, ties shall be decided as follows: 

In case of a tie in a scratch contest at high jumping, the tieing 
competitors shall have three additional trials at the height last tried, 
and if still undecided, the bal* shall be lowered to the height next 
below, and three trials taken at that height. If no one clears it, the 
bar shall be lowered again and again until one of the competitors 
clears it. In case of a second tie, the award shall be given to the 
competitor who cleared the bar with the least number of trials.- 

In case of a tie in the pole vault the officials shall raise or lower the 
bar at their discretion, and those competitors who have tied shall be 
allowed one trial at each height. 

In case of a tie in a scratch contest at any game decided by 
distance, each of the tieing competitors shall have three additional 
trials, and the award shall be made in accordance with the distances 
cleared in these additional trials. In case of a second or continued 
tie in any of the events covered by these rules, the points for the place 
shall be divided equally among the tieing competitors and they shall 
toss or cast lots for the prize or prizes offered. 

Order of competition in field events. 

In all scratch events the competitors shall take their trials in the 
order of their names as printed in the program. 

Rule XXI. — Jumping. 

A fair jump shall be one that is made without the assistance of 
weights, diving, somersaults, or handsprings of any kind. 

THE RUNNING HIGH JUMP. 

The field judges shall decide the height at which the jump shall 
commence, and shall regulate the succeeding elevations. 

Each competitor shall be allowed three trial jumps at each height, 
and if on the third trial he shall fail, he shall be declared out of the 
competition. 

At each successive height each competitor shall take one trial in 
his proper turn; then those failing, if any, shall have their second 
trial jump in a like order, after which those having failed twice 
shall make their third trial jump. 
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The jump shall be made over a bar resting on pins projecting not 
more than three inches from the uprights, and when this bar is 
removed from its place it shall be counted as a trial jump. 

Running under the bar in making an attempt to jump shall be 
counted as a "balk/^ and three successive "balks" shall be counted 
as a trial jump. 

The distance of the run before the jump shall be unlimited. 

A competitor may decline to jump at any height in his turn, and 
by so doing, forfeits his right to again jump at the height declined. 

THE RUNNING BROAD JUMP. 

When jumped on dirt, a joist 8 inches wide shall be sunk flush 
with the earth. The outer edge of this joist shall be called the scratch 
line, and the measurement of all jumps shall be made from it at right 
angles to the nearest break in the ground made by any part of the 
person of the competitor. 

In front of the scratch line the ground shall be flush. 

A foul jump shall be one where any part of the competitor's foot 
is over the scratch line in taking off, or where the competitor runs 
over the line without jumping. It shall co^ant as a trial jump without 
result. 

Each competitor shall have three trial jumps, and the best three 
shall each have three more trial jumps. 

The competition shall be decided by the best of all the trial jumps 
of the competitors. 

The distance of the run before the scratch line shall be unlimited. 

THE POLE VAULT. 

The height of the bar at starting and at each successive elevation 
shall be determined by the field judges. 

Three trials will be allowed at each height. Each competitor shall 
make an attempt in the order in which his name appears on the 
program, then those who have failed shall have a second trial in 
regular order, and those failing on this trial shall take their final 
trial. 

Displacing the bar counts as a try. 

A line shall be drawn 15 feet in front of the bar and parallel 
with it; crossing this line in an attempt shall be a balk. Two balks 
constitute a try. 

Leaving the ground in an attempt shall constitute a try. 

A competitor may omit his trials at any height, but if he fail at 
the next height he shall not be allowed to go back and try the height 
he omitted. 

The poles shall have no assisting devices, except that they may 
be wound or wrapped with any substance for the purpose of affording^ 
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a firmer grasp, and may have one spike at the lower end. No com- 
petitor shall, during his vault, raise the hand which was uppermost 
when he left the ground to a higher point on the pole, nor shall he 
raise the hand which was undermost when he left the ground to any 
point on the pole above the other hand. 

Poles shall be furnished by the organizations giving the games, but 
contestants may use their private poles if they desire, and no con- 
testant shall be allowed to use any of these private poles except by the 
consent of their owners. The poles shall be unlimited as to size and 
weight. 

Any competitor shall be allowed to dig a hole not more than one 
foot in diameter at the take off in which to plant his pole. 

In case of a tie the officials shall raise or lower the bar at their 
discretion, and those competitors who have tied shall be allowed one 
trial at each height. 

The distance of the run before the scratch line shall be unlimited 
except that when the man leaves the ground in an attempt, it shall 
be counted a trial. 

Rule XXIL— The shot. 

The shot shall be a metal sphere with a covering of any material, 
and the combined weight for championship contests shall be 12 
pounds. 

The shot shall be put with one hand, and in making the attempt 
it shall be above and not behind the shoulder. 

All puts shall be made from a circle 7 feet in diameter; the 
circle to be a metal or wooden ring, painted or whitewashed, and 
sunk almost flush with the ground, and it shall be divided into two 
halves by a line drawn through the center. In the middle of the 
circumference of the front half shall be placed a stop board 4 feet 
long, 4 inches high, and firmly fastened to the ground. In making 
his puts, the feet of the competitor may rest against, but not on top 
of this board. 

A fair put shall be one in which no part of the person of the com- 
petitor touches the top of the stop board, the circle, or the ground 
outside the circle, and the competitor leaves the circle by its rear 
half, which shall be the half directly opposite the stop board. A 
put shall be foul if any part of the person of the competitor touch 
the ground outside the front half of the circle before the put is 
measured. 

The measurement of each put shall be from the nearest mark 
made by the fall of the shot to the circumference of the circle on 
a line from the mark made by the shot to the center of the circle. 

Foul puts and letting go the shot in making an attempt shall be 
counted as trial puts without result. 

The order of competing and number of trials shall be the same 
as for the running broad jump. Shots shall be furnished by the 
games committee. Any contestant may use his private shot, if correct 
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in weight and shape; in which case the other contestants must also 
be allowed to use it if they wish. 

THE DISCUS. 

The discus shall be 2 kilograms (4.4 pounds) in weight and 22 
centimeters (8.7 inches) in diameter. It shall be made of wood, 
with a smooth iron rim, and shall be capped on each face with a 
smooth metal plate. 

The circle for throwing the discus shall be similar in all respects 
to that of putting the shot except that a stop board is not necessary. 

The discus shall be thrown from a circle 7 feet in diameter. The 
circle and all the ground contained therein shall be at one level, 
and at no greater altitude than the ground upon which the discus 
is thrown. 

Each competitor shall be allowed three throws, and the best four 
men shall each be allowed three more throws. Each competitor shall 
be credited with the best of all his throws. 

Every throw shall count as one throw irrespective of whether 
the same be a fair throw or a foul throw. 

It shall be a foul throw if the competitor, after he has stepped 
into the circle and started to make his throw, touches with any 
part of his body or clothing, the ground outside the circle before 
the discus strikes the ground. It shall also be a foul throw if the 
competitor, after the throw, touches, with any part of his body or 
clothing, the ground forward of the front half of the circle. 

If, during the act of throwing the discus, and either before or 
after it leaves the hand of the competitor, the discus touches the 
ground, it shall count as a throw. 

The measurements of each throw shall be made from the nearest 
mark made by the fall of the discus to the inside circumference 
of the circle on line from the mark made by the discus to the 
center of the circle. 

Rule XXIY,-— Relay racing. 

1. A line shall be drawn 20 feet in front of each starting line. 
Between these two lines each runner must touch the succeeding 
runner. Failure to do this shall disqualify the team in that event. 
There shall be inspectors of relay racing whose duties it shall be to 
see that all touches are properly made. 

2. The same rules with reference to fouling, coaching or impeding 
a runner in any manner apply to relay racing as to other running 
events. 

3. No member of a relay team, in order to relieve his team mate, 
can run back of the line. No man can run two relays in any one 
team. 

4. Only those are allowed to run in the final heat of relay race 
who have competed in the trial heats. 

5. All relay races run on an oval or circular track shall be run 
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with a "free pole." Contestants shall not be required to keep in 
alleys but any contestant may cross in front of another provided 
that he is at least 6 feet ahead. At relay stations, the runners taking 
up the race shall arrange themselves from the pole outward in the 
same order their team mates occupy when reaching the relay station, 
the team which is ahead being entitled to start from the pole, the 
second team from the second position, etc. No team, however, shall be 
penalized for starting any relay after the first in any position, unless 
by so doing it interferes with or impedes a contestant who is ahead. 

6. Short relays in which the distance run does not exceed 110 yards 
to each man may be run on a straight track in the same manner as 
the "straight-run relay," a description of which is found elsewhere 
in this Handbook. This may also apply to relay races where the 
distance per man is 220 yards or more if the length of the straight- 
away will permit. Where the straightaway course will not permit 
of the "straight-run" relay, when the total distance is less than 880 
yards, the alleys may be measured and each team shall be required 
to keep its proper alley, care being observed in the measurement of 
the alleys to assure each team's running the actual distance of the 
relay. 

7. The positions of the teams must be drawn for, 

TJENNIS. 

1. The court is 78 feet long and 27 feet wide. It is divided 
across the middle by a net, the ends of which are attached to two 
posts, standing 3 feet outside of the court on either side. The 
height of the net is 3 feet 6 inches at the posts, and 3 feet in the 
middle. At each end of the court, parallel with the net, and 39 feet 
from it, are drawn the base lines, the ends of which are connected 
by the side lines. Halfway between the side lines, and parallel 
with them, is drawn the half-court line dividing the space on each 
side of the net into two equal parts, the right and left courts. On 
each side of the net, at a distance of 21 feet from it, and parallel 
with it, are drawn the service lines. 

THE BALLS. 

2. The balls shall measure not less than 2J4nches, nor more than 
2y^^ inches in diameter; and shall weigh not less" than Iff ounces, 
nor more than 2 ounces. 

THE GAME. 

3. The choice of sides, and the right to serve in the first game, 
shall be decided by toss; provided that, if the winner of the toss 
choose the right to serve, the other player shall have choice of sides, 
and vice versa, or the winner of the toss may insist upon a choice 
by his opponent. If one player chooses the court, the other may 
elect not to serve. 
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4. The players shall stand on opposite sides of the net; the player 
who first delivers the ball shall be called the server, and the other the 
striker out. 

5. At the end of the first game the striker out shall become 
server, and the server shall become striker out; and so on alternately 
in all the subsequent games of the set and following sets, 

6. The server shall serve with both feet behind; i. e., farther 
from the net than the base line and within the limits of the imag- 
inary continuation of the center service and the side lines. It is 
not a fault if one only of the server's feet do not touch the ground 
at the moment at which the service is delivered. He shall place both 
feet upon the ground immediately before serving and shall not take 
a running nor a walking start. He shall deliver the service from 
the right and left courts alternately, beginning from the right, in 
each of his service games, even though odds be given or owed. 

7. The ball served must drop between the service line, half-court 
line, and the side line of the court, diagonally opposite to that from 
which it was served. 

8. It is a fault if the ball served drop in the net, or beyond the 
service line, or out of court, or in the wrong court; or if the server 
do not stand as directed by rule. If the server, in attempting to 
serve, miss the ball altogether, it does not count a fault, but if the ball 
be touched, no matter how slightly, by the racket, a service is thereby 
delivered, and the laws governing the service at once apply. 

9. A fault cannot be taken. 

10. After a fault the server shall serve again from the same court 
from which he served that fault, unless it was a fault because he 
served from the wrong court. 

11. A fault cannot be claimed after the next service is delivered. 

12. The server shall not serve until the striker out is ready. If 
the latter attempt to return the service, he shall be deemed ready. 

18. A service or fault delivered when the striker out is not ready 
counts for nothing. 

14. The service shall not be volleyed; that is, taken before it has 
touched the ground. 

15. A ball is in play on leaving the server's racket, except as 
provided for in rule 8, and remains in play till the stroke is decided. 

16. It is a good return, although the ball touch the net; but a 
service, otherwise good, which touches the net shall count for nothing. 

17. The server wins a stroke if the .striker out volley the service, 
or if he fail to return the service or the ball in play, or if he return 
the service or the ball in play so that it drops outside of his opponent's 
court; or if he otherwise lose a stroke, as provided by rule 20. 

18. The striker out wins a stroke if the server serve two consecutive 
faults; or if he fail to return the ball in play; or if he return the ball 
in play so that it drops outside of his opponent's court; or if he 
otherwise lose a stroke as provided by rule 20. 
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19. A ball falling on a line is regarded as falling in the court 
bounded by that line. 

20. Either player loses a stroke if the ball touch him, or anything 
that he wears or carries, except his racket in the act of striking; 
or if he touch the ball with his racket more than once; or if he 
touch the net or any of its supports while the ball is in play; or if 
he volley the ball before it has passed the net. 

21. In case a player is obstructed by any accident, not within 
his control, the ball shall be considered a "let." But when a per- 
manent fixture of the court is the cause of the accident, the point 
shall be counted. The benches and chairs placed around the court 
shall be considered permanent jfixtures. If, however, a ball in play 
strike a permanent fixture of the court (other than the net or posts) 
before it touches the ground, the point is lost; if after it has touched 
the ground, the point shall be counted. 

22. On either player winning his first stroke, the score is called 
15 for that player; on either player winning his second stroke, the 
score is called 30 for that player; on either player winning his third 
stroke, the score is called 40 for that player; and the fourth stroke 
won by either player is scored game for the player, except as below. 
If both players have won three strokes, the score is called deuce; 
and the next stroke won by either is scored advantage for that player. 
If the same player win the next stroke, he wins the game; if he lose 
the next stroke the score returns to deuce, and so on until one player 
wins the two strokes immediately following the score of deuce, when 
game is scored for that player. 

23. The player who first wins six games wins the set; except as 
below: If both players win five games the score is called games all 
and the next game won by either player is scored advantage game 
for that player. If the same player win the next game, he wins 
the set; if he lose the next game, the score returns to games all; 
and so on, until either player wins the two games immediately 
following the score of games all, when he wins the set. But the 
committee having charge of any tournament may in their discretion 
modify this rule by the omission of advantage sets. 

24. The players shall change sides at the end of the first, third 
and every subsequent alternate game of each set and at the end of 
each set, unless the number of games in such set be even. It shall, 
however, be open to the players by mutual consent and notification 
to the umpire before the opening of the second game of the match 
to change sides instead of at the end of every set until the odd and 
concluding set, in which they shall change sides at the end of the 
first, third and every subsequent alternate game of such set. 

25. In all contests the play shall be continuous from the first 
service till the match be concluded; provided, however, that at the 
end of the second and fourth sets either player is entitled to a rest, 
which shall not exceed seven minutes, and provided, further, that in 
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case of an unavoidable accident, not within the control of the con- 
testants, a cessation of play which shall not exceed two minutes may 
be allowed between points; but this proviso shall be strictly construed, 
and the privilege never granted for the purpose of allowing a player to 
recover his strength or wind. The referee in his discretion may at 
any time postpone the match on account of darkness or condition 
of the ground or weather. In any case of postponement, the previous 
score shall hold good. Where the play has ceased for more than an 
hour, the player who at the cessation thereof was in the court first 
chosen shall have the choice of courts on the recommencement of 
play. He shall stay in the court he chooses for the remainder of 
the set. The last two sentences of this rule do not apply when the 
players change every alternate game as provided by rule 24. 

26. If a player serve out of his turn, the umpire, as soon as the 
mistake is discovered, shall direct the player to serve who ought to 
have served. But all strokes scored before such discovery shall be 
counted. If a game shall have been completed before such discovery, 
then the service in the next alternate game shall be delivered by the 
player who did not serve out of his turn, and so on in regular 
rotation. 

THE THREE-HANDED AND FOUR-HANDED GAMES. 

For the three-handed and four-handed games the court shall be 
36 feet in width; 41 feet inside the side lines, and parallel with 
them, are drawn the service side lines. The service lines are not 
drawn beyond the point at which they meet the service side lines. 

In the three-handed game, the single player shall serve in every 
alternate game. 

In the four-handed game, the pair who have the right to serve in 
the first game shall decide which partner shall do so, and the op- 
posing pair shall decide in like manner for the second game. The 
partner of the player who served in the first game shall serve in 
the third, and the partner of the player who served in the second 
game shall serve in the fourth, and the same order shall be main- 
tained in all the subsequent games of the set. 

At the beginning of the next set, either partner of the pair which 
struck out in the last game of the last set may serve; and the same 
privilege is given to their opponents in the second game of the new set. 

The players shall take the service alternately throughout the 
game; a player cannot receive a service delivered to his partner; 
and the order of service and striking out once established shall not 
be altered, nor shall the striker out change courts to receive the 
service, till the end of the set. 

It is a fault if the ball served does not drop between the service 
line, half-court line, and service side line of the court, diagonally 
opposite to that from which it was served. 
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